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Do) (:)'| Have 
~ Great idea |. 
“ TOOn. 


et ready for Animation 
ine’s Pitch Party Contest! 


For the fifth year in a row, we're opening up an entire section of our publication to 1/6" 
page pitches from our readers. Our panel of ten powerful development execs, producers 


and agents will judge your entries. The winner will have a chance to get a pitch meeting © 
with the judge of his or her choice. (Development execs and creative teams from | 
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Nickelodeon, Cartoon Network, Nelvana, PBS, BBC, Scholastic, Disney, Warner Bros. 
Animation and The Gotham Group have participated In previous years.) In adaition, 
the winner will receive FREE pitch party participation as well as online exposure 
on Animation Magazine Online (which offers your toon idea to be admired by 


Over 1,000,000 unique visitors). 
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AT COMIC-CON 


We are also planning a festive live Pitch Party event in conjunction with the Comic-Con confab 
in San Diego in July. You'll get a chance to meet and hobnob with 

our top-notch animation industry judges in person. 
Visit our FREE website at www.animationmagazine.net for further details in the next few weeks. 





HOW DO I ENTER? 
cal 818-991-2884 


or emai SaleSs@animationmagazine.net 
to reserve your entry space. We will contact you immediately with the details. 


Entry Deadline is June 6, 2006. 


You'll need to provide via email: a JPEG or TIFF image from your pitch, a 30-word description of your pitch and your contact 
information. 


Entry free is $375. [Special student group discounts are also available.] 


of the advertisers/participants. 
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4-DVD Box Set 


Wowzers!! America's beloved private eye Inspector Gadget (voiced by the late Don Adams 
of Get Smart) solved cases and put smiles on faces every afternoon all across America. 


Now, the megahit retro-TV favorite featuring the bumbling detective, his case-solving niece, 
Penny, their hyper-intelligent dog, Brain, and the menacing Dr. Claw are all here in this 
expansive 4-disc set: /nspector Gadget - The Original Series! 


Go-GoiGadget Special Features: 


e “Go Go Gadget Creators!” - A retrospective look at Inspector Gadget® with co-creators 
Andy Heyward (DIC Chairman and Chief EO) and Mike Maliani (DIC Chief Creative Officer) 


e Original art gallery 
e Inspector Gadget® Animation Magazine Fan Art Contest Winners 
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6 Frame-by-Frame 

The Monthly Animation Planner ... The Art of Cars ... Laika Snaps Up 
Monsters ... Barnyard animals let loose earlier than planned ... Hong Kong 
Licensing Show ... NovaLogic’s Black Hawk Down— Team Sabre. 


10 Gaming 
10 Where For Art Thou, Gamers? How can the game industry lift the 
financial pox on its house? [by Ryan Ball] 


2 Features 
12 Seduced by Suburbia. Over the Hedge, DreamWorks Animation’s 
adaptation of Michael Fry and T. Lewis’ comic strip, kicks off the 
summer's big CG animated roller derby in grand eye-popping style. 
[by Barbara Robertson] 


16 Home Entertainment 

16 Discs of Glory. Collector-friendly sets of animated TV shows and 
direct-to-DVD movies continue to feed home viewer appetites in 2006. 18 Spring Forward. A look at 
some of the top-notch releases that should keep a smile on our faces in May and June. 20 Something 
to Crow About. Keiichi Sato’s acclaimed series Karas: The Prophecy spreads its wings in America. 

[by Patrick Drazen] 22 High-Pitched American Idols. Chipmunks Make the World Go Round on DVD. 
[by Ramin Zahed] 23 The Samurai Critic. Reviews of this month’s hot new anime titles. [by Charles 
Solomon] 


| Special Section 


24 Rising Stars of 2006. They're creative and talented and their toons and CG projects are on the 
bubble. Meet the bright movers and shakers who made our hot list this year. [by Thomas J. McLean, 
Sarah Gurman, Ryan Ball and Ramin Zahed] 


0 Television 
30 Head in the Clouds. Canada’s 9 Story Entertainment is making waves with its new toon, Skyland. 
[by Jake Friedman] 32 He’s Still Mickey from the Disney Block The mouse has gone CG and 
interactive, but the creators of Disney Channel’s Mickey Mouse Clubhouse say they’ve stayed true to 
his spirit. [by Sarah Gurman] 


‘4 34 Licensing 
34 sObises of Our Affection. Fred Flintstone, Tom and Jerry and the new stars of Over the 
Hedge catch our eyes in this month’s collection of cool toys and tie-ins. 





SLNILNOD 


El Tigre 
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=» 36 VFX 
= 36 Making Magnificent Waves. How Boyd Shermis and his vfx team created a CG tempest in 
a teapot for Wolfgang Petersen’s new take on The Poseidon Adventure. [by Ron Magid] 38 
__ Tech Reviews. [by Todd Sheridan Perry] 40 Cause & Effect. Tippett Studio creates warm and 
_ fuzzy chocolate characters for Milka commercials. [by Barbara Robertson] 42 Digital Magic. 
j | Radium makes Target flip for CG ads... and the real scoop on those conga-dancing 
3 i snots! [by Chris Grove] 
r 


| Opportunities 


44 An Early Education. Gaming outreach programs target high school students. [by 
Ellen Wolff] 46 3D Pete. 


52 A Day in the Life. We visit San Diego-based gaming animation house High Moon Studio. 

j a Jeffrey Katzenberg and his team at DreamWorks Animation 
are ehasnd that byer the Hedge will follow in the lucrative footsteps of Shrek and 
Madagascar. 

E3 Cover: NovaLogic, the company behind Delta Force: Black Hawk Down, is on our E3 radar. 


Correction: Eric Jeffery is the puppet lead at Tippett Studio who helped develop the 
1 fine CG canine effects featured in Disney’s The Shaggy Dog. 
Ls) 0) The Venture Bros. was created by Christopher McCullock (a.k.a. Jackson Publick). 
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EDITOR’S NOTE 


> kb S: are you guys psyched about the summer movie season 
yet?” asked a well-meaning industry exec at a recent 
tech event. | didn’t know exactly how to respond, because on 
one hand, my colleagues and | are thrilled about the number 
of animated features and cool vfx-driven tent-poles coming 
to theaters in the next couple of months. On the other hand, 
like kids on Christmas Eve, we’re pretending not to have high expectations, so we 
won't get too disappointed by the ones that don’t deliver the goods. 

This month, DreamWorks Animation officially kicks off the summer movie race 
with Over the Hedge. You can read Barbara Robertson’s insightful cover story 
about the CG innovations of the feature in this issue. Next stop is Cars, the 
latest shiny package from John Lasseter and his brilliant team at Pixar, followed 
by Superman Returns, A Scanner Darkly, Monster House, Barnyard, Everyone’s 
Hero and Open Season. Let’s hope the summer audiences give each one of these 
movies the attention they deserve. 

Last month, at the well-attended National Assoc. 
of Broadcasters confab in Vegas, the organization’s 
president and CEO David K. Rehr pointed to the 
fact that although content Is still king, everybody 
is watching the evolving distribution channels very 
closely. “Broadcast signals must be everywhere in 
the culture. Our future is a broadcast signal on every 
gadget—cell phones, laptops, PDAs—and of course 
multi-channels of DTV and digital radio.” 

At NAB, the dynamic folks at Nvidia showed us 
various high-end mobile phones on which you could 
watch hours of high-res animated content. Meanwhile, 
a few weeks ago, Fred Seibert and his team at 
Frederator Studios launched their daily vintage 
cartoon video podcast, while Channel Frederator 
celebrated its 100" cartoon airing. This is all fantastic news for toonheads, who 
can now enjoy classic shorts starring Bugs Bunny, Mighty Mouse, Felix the Cat, 
Daffy Duck and many others on the new platforms. 

The beauty of all these great tech innovations is that we have even more ways 
to surround ourselves with animation. A good friend, who had to brave many hours 
of trans-Atlantic air travel recently told me that a poorly reviewed CG-animated 
movie saved her son from hours of ennui aboard a jet plane. Regardless of how 
much critics and purists may hate some recent toon releases, they are perfect 
for the restless minds of eight-year-olds. You can’t expect every kids’ movie to be 
Pinocchio, after all. 





Ramin Zahed 


Editor-in-Chief 
rzahed@animationmagazine.net 
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“| just manage people the way | al- 
ways wanted to be managed. That 
is, to be creatively challenged, but 
never to be told what to do.” 


2 —John Lasseter, Pixar/Disney Animation Studio’s 
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300 INTERNATIONAL SALES ORGANIZATIONS 


750 QUALIFIED BUYERS FROM 30 CENTRAL & EASTERN 
EUROPEAN COUNTRIES: 


NATIONAL & REGIONAL TELEVISION STATIONS 


THEMATIC CHANNELS EA 
DVD PUBLISHERS O 

LOCAL PRODUCTION COMPANIES EXHIBITING 
THEATRICAL DISTRIBUTORS 0 OPTIONS 
MOBILE OPERATORS 

VIDEO ON DEMAND PROVIDERS 


AVERAGE OF 40 QUALIFIED MEETINGS PER PARTICIPANT 





| 3RD MARKET FLOOR TO BE ADDED! 


For the |4th edition of | CO , a new market floor will be added to 
accommodate our rapidly growing number of participants with extra ‘Shared 
Screening Suites offered at a special price of 2500 Euros - a 25% discount 
over regular costs! 
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22-23 JUNE 2006 


=DI 


aw CAMPUS Ce NFERENCES 


THE BIS - FP MARKET 6 ORGANIZED BY 
BASIC LEAD (8 RUE JOSE MARIA DE HEREDIA P5007 PARIS p ee oT =f iS i = 
+ #33 | 422992 = 33 42-29 ds 7 





ANIMATION Previous Page | Contents | Zoomin | Zoom out | Front Cover | Search Issue | Next Page WC Mees 


The Animation Planner 


June 


5 Iyeraaleye) 7 
3- 1 1 Can you believe h- 1 0 If you're a real You can escape the dog rs 4 6-/ Los Angelinos 












days of summer by stocking 
up on animated DVDs today. 


the brilliant organizers of the toonhead, 
EE. 
Titles hitting the shelves 


Short Shorts Festival in Japan? © yourbags i) om 
They've got plans for nine cities | are already gs: 5 : 





and 13 venues this year (www. packed for are Beavis and Butt-Head: 

shortshorts.org). this year's « Mike Judge Collection Vol. 
wonderful geueee == 2; Dumbo: Big Top Edition; 
Annecy WANNGN TANNIN = InuYasha Vol. 42; Godzilla: 
animation The Original Animated Series 


festival and MIFA market in Vol.1 and 2and What'sNew |* f 
France (www.annecy.org). Scooby-Doo? Vol. 9. - = 


G At long last, the CG- 1 2 Z 1 | You can 


animated feature everyone's discover many interesting 
been waiting for: Director John = ani- 
Lasseter and Pixar's return to © mated 
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- me Jf fe 1 3 It's a good day to 
=i. s > ; = beef up on obscure titles on 
Tall DVD as The Golden Age of 


Cartoons: Aesop’s Fables and 


the big screen, Cars, opens projects The Complete Adventures 
wide in theaters today. [That's at this of Cubby Bear duke it out 
the next issue’s year’s with This Is America, Charlie 





cover story, Zagreb 

folks!] World 
Festival of Animated Film 
(www.animafest.hr). 


Brown, Where on Earth is 
Carmen Sandiego and Zatch 
Bell, Vol. 4. 








as 9) on . 
] b hstheunenicallack | Hf you re a big Warner Bros. Animation fan, then this is 
— | the day you’ve been saving up your hard-earned money for: Out 
Black day as the eccentric i DVD are Justice L S$ ; 
actor's latest project Nacho ga | laberkes, Pa , i a, 7 vei : aang 
Libre hits the big screen. = ices te deal aes ia 


Black plays a priest who 
moonlights as a star of 
Mexican wrestling in this 
comedy directed by Jared Hess 
(Napoleon Dynamite). 


= oe ree 





| Series Vol. 3 
/ and Superman: 
Brainiac 
Attacks. You 
can send your 
thank you notes to Sander Schwartz, 
IN Elelalon Mie)a= the big cheese at the studio. 








2 2 ~ 23 Find out all 23 Adam Sandler gets his 21 Find out what the folks at 
kinds of interesting facts hand on a magical universal Disney have planned for that 
about financing toon projects remote in the fantasy comedy cute blue alien created by Chris 
and co-productions at the Click, directed by Frank Sanders in the new direct-to- 
Cartoon Master event in Coraci. Also opening wide DVD release, Leroy & Stitch. 
Barcelona, Spain (www, is Fox's CG-live-action mix, The sequel will be competing 
cartoon-media.be). Garfield’s A Tale of Two with two hot anime titles 
Kitties. InuYasha Vol. 43 and One 





Piece: Vol. 3 in stores today. 
Stitch 







‘, Canine, Superman: The Animated | 
WA com) at the 





will be focusing on the new 
tech content world at the 
Digital Media Summit (www. 
digitalmediasummit.com). 


14-16 ine tue 


looks bright at the Vancouver 
International Digital Festival 
(www.vidfest.com). 


V 


2 2 If toys ring your bell, 


you may want to attend 


Licensing 
s S . > 





Int’l (www. 


licensingshow. 






Javitz Center in 
New York. 


30 Up, up and 


away! It’s time to ————__ 
put your red cape} = 7 
on and rush to yy ant 
see Bryan Singer's h es - 
summer tentpole = & a 
movie, Superman ji of 
Returns. a oa 








To get your company’s events and products listed in this monthly calendar, please e-mail sgurman@animationmagazine.net 
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Books We Love 
The Art of Cars 


By Michael Wallis 
with Suzanne Fitzgerald Wallis 
(Chronicle Books, $40) 


n his pognant tree 
word to The Art of 

Cars, John Lasseter 

writes, “The spirit of 


Route 66 Is in the details: 
every scratch ona fender, 
every curl of paint on a 
weathered billboard, ev- 
ery blade of grass grow- 


ing up through a cracked 
street. Those details 
don’t come for free in the 
computer—you have to 
create every single one.” The Pixar team did 
more research for Cars than for any of their 
previous CG feature endeavors, and the meat 
of their recon came when the crew hit the 


open road. In addition to spectacular illustra- 


tions, a glimpse at the often-discussed Pixar 
creative process and informed prose from 
Route 66 buff Michael Wallis, The Art of Cars is 
imbued with the distinct spirit of excitement 
and wonder endemic to a bona fide road trip. 


Through the book’s pages, readers can re- 


live Lasseter and cos travels as they visit 


auto shows in the original Motor City, Detroit, 


by Sarah Gurman 


feel the rush of the crowd at the Infineon 
Raceway and meander along Route 66. There’s 
a lot to pick up about the company’s success- 
ful creative process as the Pixar team ob- 
serves the American landscape and devours 
— chicken-fried steak 
and berry pies in the 
company of road- 
side regulars who 
inspired many of the 
movie's headlining 

characters. 

This — animation 
lover's dream vol- 
ume is filled with 
reference — photo- 
graphs, evolving 
character sketches 

and sweeping pastel backgrounds, all as- 
similated to become the charismatic toon 
autos featured in the summer movie. You 
just can’t help but be charmed by the devel- 
opment process which results in the cre- 
ation of terrific car personalities like bumper 
sticker-bedecked VW van Fillmore and rusty 
old-school pick-up Mater. Dedicated to the 
late Joe Ranft who served as head of story 
on Cars, this beautiful process diary Is a 
pleasure to read and will certainly get our 
motors running until the real thing rolls to 
theaters on June 4. 





www kKevioon,com 
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LaikaSnaps 
UpSnow’s  *# \\ 
Monsters 


ortland-based Laika En- be Filan, Sua 

tertainment is develop- eos 
ing an animated feature based on author/ll- 
lustrator Alan Snow’s best-selling children’s 
book series, Here Be Monsters. The book, 
which is currently a bestseller in the U.K., will 
be published Stateside this July by Simon and 
Schuster. 

The first volume in a trilogy called The Rat- 
bridge Chronicles, Here Be Monsters follows 
the adventures of a young boy named Arthur 
who Is aided by his band of motley friends to 
fight Snatcher, a nasty villain who has taken 
over their town. Snow has illustrated more 
than 160 children’s books throughout his ca- 
reer, penned the recent best-seller How Santa 
Really Works, designed a children’s science mu- 
seum in Japan, as well as a toy robot currently 
on sale worldwide. 

Among Laika’s other projects in development 
are the CG and stop-motion movie Coraline and 
the CG toon, Jack & Ben’s Animated Adven- 
ture. The house’s supervising director Henry 
Selick notes, “Like Shrek, Here Be Monsters Is 
packed with multi-layered humor appealing to 
both child and adult audiences. It has a winning 
combination of the familiar elements of a boy’s 
fight against evil, set in an extraordinary world, 
with a whimsical cast of characters.” For more 
info, visit www.laika.com. i 
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ANIMATION STUDIO 
Animation 
Modelling 

Character Design 
FX Broadcast 
Texturing 


Lighting 
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(Xames developed for  next- 
WD generation consoles are certainly 
showing a marked difference in 
graphics quality right out of the gate, 
but it will be a while before we see 
developers fully exploiting the 
potential of the new machines. As 
we saw with PlayStation 2, Xbox and 
Game Cube offerings, the best- 
== looking titles often come out late in 
Pe the platform's life cycle. A good 
example is NovaLogic’s upcoming 
~“ Black Hawk Down-Team_ Sabre, 
== which takes the battle to the lush 
| jungles of Colombia and the high- 
desert regions of Iran and features 
perhaps the most realistic foliage 
ever seen in a PS2 game. 

The Black Hawk Down franchise is 
also an example of a property that 
made money and got high marks 
from the gaming community. While 
games based on previously published 
material usually benefit from name 
recognition, gamers have learned to 
be leery of these titles because a lot 
of them have been rushed through 
production and don’t offer anything 





, 
{ 


' Hong Kong Express 


f you’re wondering about the booming Asian licens- 

ing sector, you'd be wise to make arrangements to 
attend the Hong Kong Licensing Show July 4th thru 
6th this year. This well-attended event features li- 
censing-themed events, an exhibition, conference 
and workshops as well as the third annual Premier 
Asian Licensing Awards. [ 
The show's organizer, the 
Hong Kong Trade Develop- 
ment Council is inviting | 
more manufacturers, mer- 
chandisers and execs from 
the region to the growing 
confab. So pack your favor- 
ite Hello Kitty doll and find | 
out about the next big toy 
craze in Asia before your 
competition does. For more 


Info, visit www.hklicensing- 
show.com. 
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novel as far as gameplay goes. 

Team Sabre keeps the war games 
fresh by introducing new single-player 
and multiplayer campaigns, allowing 
up to 32 players to compete online in 
seven unique game types, including 


. variations of old classics. There are 


also new weapons, vehicles and 
troops. The addition of the British SAS 
force brings a touch of Blighty flavor 
to mix things up a bit, while expressive 
and detailed faces enhance the 
characters. 

Overall, NovaLogic has managed to 
take a popular book and film title and 


! build an interactive experience that 


stands on its own merit. If a licensed 
game can take on a life of its own and 
offer players something more than 


just a chance to “play the movie,” It is 


more likely to enjoy sustained success. 
Itis also more likely to earn the respect 
of the gaming community, which Is 
inundated with big-budget publicity 


m campaigns but has to seek out lower- 


=) profile gems like Sony’s God of War 





and Majesco’s Psychonauts. For more 


WA info, visit www.novalogic.com. i 








§ ust when you thought the summer movie season couldn't 
w get any busier comes news that Paramount plans to open 
Steve Oedekerk’s much-anticipated CG-animated Barnyard 
on July 28. Originally scheduled for Oct. 6, the movie will now 
be sandwiched between Sony’s Monster House (July 21) and 


Warner Bros, The Ant 
Bully (August 4). The 
plot centers on Otis, a 
carefree cow (voiced 
by Kevin James) who 
learns a few things 
about growing up and 
acting responsibly. 
Sam _ Elliot, = Rob 
Paulsen, Courteney 
Cox, Wanda Sykes 





and Danny Glover also lend their voices to this brightly colored 
toon. We have a feeling cartoonist Gary Larson (The Far Side), 
who specialized in drawing farm animals singing, dancing and 
talking when the humans were out of sight, is going to get a 


huge kick out of this one. 
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BrRYce 5.5 


The heart of the Digita Wwironment creato for print, multimedia, 
video or the web, Bry ce | mF of Prrains, waters, skies, rocks, 


clouds, fog, and vegels tier 


DAZ|STubpio ) 
Add to Bryce an unlimited numberof ¥ dic. This premier 3D figure posing and 
rendering application allows you tos set JD ard tne might into your Bryce environment, and is 
available free to the public — | ) 


Mimic PrRo . 


Bring your creations to life with one of the most ad vanced facial a anir 

any language and let Mimic animate your figure at “se PL namely aatrolling the subtle nuances that will make your anim 
become award-worthy. With the ability to add bei @ such as winks, nods, and smiles, your figures can 
expressive as your imagination allows. Available | n 2199.95 


ails F 


For more information on Bryce: 3.5. : — ac | visit www, daz3ad.com 


www.daz3d.com 
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Where For Art Thou, 





Gamers? 


How can the game industry lift the financial pox on its 


house? by Ryan Ball 


hat goes up must come down. 
W The old adage recently proved 

true for the video game industry 
as sales were down by 24% leading into 
the 2005 holiday season, whichis typically 
a windfall period for game publishers. It 
wasn't long before major players such as 
Midway, Activision, Electronic Arts and At- 
ari started laying off employees and ditch- 
ing non-core franchises to cut costs and 
protect the bottom line. Suddenly, an in- 
dustry that’s all about thumb action start- 
ed pointing fingers as everyone searched 
for answers. Call it the blame game. It’s 
multiplayer. 

One popular scapegoat cited by indus- 
try insiders and pundits is the forthcom- 
ing next-generation movement. Imagine 
the automobile industry announcing that 
next year they were introducing flying 
cars. How many people would rush out to 
their local Toyota dealership today and 
buy a brand new, blacktop-bound Corolla? 
Upgrading to the PlayStation 3, Xbox 360 
or Nintendo Revolution is going to require 
an investment of capital, and most of us 
have learned from childhood that you 
have to save up for the things you want. 
Suddenly the latest title in the Lord of the 
Rings franchise for PlayStation 2 isn’t the 
highest priority. 

Those waiting to get their hands on the 
PlayStation 3 will have to wait a bit longer 
since Sony announced that the release 
will be delayed until November. Still, if bet- 
ter graphics quality is the most impressive 
thing these new machines have to offer, it 
may not be enough to significantly influ- 
ence the spending habits of young males 
and other potential players. 

Next-gen anticipation may very well be 
playing a part in the game-sales slump, 
but the gamers themselves seem to be 
putting the blame on a market flooded 
with bad games. Read any online forum 
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dedicated to gaming and youll find no 
shortage of posters berating the industry 
for churning out sub-par interactive expe- 
riences. If you thought Hollywood's bat- 
ting average was bad, just look at the 
number of game titles released each year 
and consider the ratio of hits to misses. 
For every Madden NFL ’o6 there are nearly 
a thousand games that, for some reason 
or another, failed to connect with button 
mashers. Never has a $20 billion-a-year 
industry gotten it so wrong so often. 

“All gamers want fresh experiences 
that stimulate them, entertain them 
and open their horizons,” says Rob Kay, 
senior designer for Harmonix Music Sys- 
tems, the company behind the smash 
hit game Guitar Hero. “Current non-gam- 
ers will only become gamers if we give 
them a damn good reason to do so. 
There are promising signs that our in- 
dustry leaders realize this.” 

Kay believes Nintendo has been the 
boldest innovator. He says the company 
has demonstrated a commitment to 
changing the way we play by coming up 
with new, more natural ways to control 


games on the Ninten- —— 





do DS handheld sys- 
tem and the Revolution 
console. He adds, “MI- 
crosoft also deserves 
some real credit for 
making online gaming accessible 
with Xbox 360. Both of these ad- 
vances open up new ground for 
developers to explore. Props!” 
According to Kay, the biggest 
missed opportunity in gaming in- 
novation is new controllers. “A few 
years back, the console game in- 
dustry seemed to conclude that 
games with bundled peripherals 
just don’t sell. ’m sure there are 
plenty of examples to back that 
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rationale up, but the result has been an 
overdependence on the joypad,” he says. 
“In order to keep joypads interesting we've 
been adding buttons like madmen. There 
are seventeen button inputs and two Jjoy- 
sticks on my PlayStation 2 controller! 
That’s ridiculous in a way that only the ra- 
zor blade industry can match.” 

Citing Sony’s EyeToy and Konami's 
Dance Dance Revolution as watershed ad- 
vances, Kay posits that simplifying the hu- 
man interface can give the video game 
business the proverbial health restoration 
it desperately needs. For EyeToy, Harmonix 
developed Antigrav, a hoverboarding game 
that has players control the character by 
moving their entire bodies rather than just 
their thumbs. But despite selling millions 
of units out of the gate, EyeToy, which 
tracks motion via a small set-top camera, 
remains a novelty that hasn't reached its 
full potential. As a result, gamemakers 
seem content to 
stick to their but- { 
ton-laden guns. 

The NPD Group, a 
leading supplier of 
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global consumer and 
retail information, re- 
cently released video 
game industry sales 
figures for March. The 
report showed total 
Industry sales down 
16% from the same 
period last year, while 
hardware sales dipped 
31% and _ software 
took an 8% hit. For the 
year to date, total 
game revenues are 
down 5.6%, though 
hardware sales have 
stayed fairly steady, 
due largely to the strength of portable 
gaming platforms such Sony’s PSP and 
Nintendo DS and Game Boy Advance. The 
console business, however, continues to 
struggle. The holiday-season introduction 
of the Xbox 360 promised to jumpstart 
business, but hardware shortages and 
software delays kept the product from 
making the immediate splash everyone 
was anticipating. 

General game sales are sure to rebound, 
but the slump has revealed a weakness in 
the industry’s ability to keep gamers inter- 
ested in the usual fare and to draw new 
consumers into the fold. Though a num- 
ber of first-person shooters, RPGs and 
sports titles have done extremely well, 
there have to be more options, says Eric 
Zimmerman, co-founder and CEO of inde- 
pendent developer and __ publisher 
gameLab. 

“The game industry needs to work bet- 
ter to reach new audiences,” Zimmerman 





Eric Zimmerman 





Rob Kay 


up playing on their Atari 2600s and Super 
Nintendos, and they don’t need to be con- 
vinced that games are a great way to 
spend leisure time. But they don’t want to 
be an elf or a wizard 20 to 30 hours a week. 
These are the people who made The Sims 
the bestselling game of all time.” 
Zimmerman also likens the game biz to 
Hollywood, but notes one major differ- 
ence. “The game industry Is in desperate 
need of the equivalent of independent 
film; alternative ways for games to get 
funded, produced and distributed,” he 
says. “There are some interesting move- 
ments in this regard, but nothing too sig- 
nificant just yet.” He goes on to suggest 
that the mainstream game industry Is In 
danger of creative stagnation as budgets 
Soar, audiences shrink and original con- 
tent becomes more and more scarce. 
“Solving this problem will mean address- 
ing pressing questions of content, audi- 
ence, technology, business and culture. 
That’s a tall order, but with concerted ef- 
fort, the game industry can dig Itself out 





of this rut we’re in.” 

Eric Zimmerman will moderate an E3 
panel discussion titled “The Inner Game: 
What goes into the industry’s best-selling 
titles” on Wednesday, May 10, at 11:30 
a.m. In Room 404AB of the Los Angeles 
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pate in a panel discussion titled “Cracking 
the code of Creativity: Drawing novelty, 
awe and adventure from_ traditional 
genres,” scheduled for Thursday, May 11, 
at 9.30 a.m. In room 4O4AB. & 


The Game ts On at E3 


espite the newly drafted dress code for booth babes, The Electronic 
Entertainment Expo (E3) is set to pack the Los Angeles Convention 





Center with more than 70,0000 computer and game industry geeks 
eager to get their first glimpse of the latest titles and technologies. 
The 12th annual event kicks off on May g, offering three days of 
informative conference programs and three days of whiz-bang show- 
floor presentations by leading electronic entertainment companies. 
The Workshop program will include more than 175 video game 
industry experts exploring key issues facing the business. Attendees 
can choose from three conference tracks—“Creativity and Technology: 
Taking Control of the Next Generation of Gameplay,” “Business 





Strategy: Embracing a New Set of Best Practices,” and “Market Analysis: 
Understanding the New Digital Entertainment Landscape.” 

The art behind the games takes center stage in the third annual “Into 
the Pixel” exhibition, which will feature 16 works of video game art that 
have been selected by a panel of industry insiders and experts from world-class museums 
and galleries. The collection will then travel to other museums and exhibition venues. Great 
digital art also will be displayed in game demos as the major publishers show off their next- 
generation offerings. Though Sony has pushed the PlayStation 3 release back to November, 
the show promises to offer the most comprehensive look at what’s in store for gamers as 
the new wave gains momentum. 

E3 IS put on each year by the Entertainment Software Association (ESA), a U.S.-based 
organization dedicated to serving the business and public affairs needs of companies 
publishing interactive games for all platforms. For more information, go to www.e3expo. 
com or www.theesa.com. 


insists. “Gamers have gotten older, and 
they don’t have as much time to slog their 
way through epic, 4o-hour games. The 
mainstream game industry Is fighting bit- 
terly for a shrinking audience, while more 
mass audiences await games that fit their 
lifestyles and interests.” 

According to Zimmerman, untapped au- 
diences are falling by the wayside, being 
overlooked by publishers focused solely 
on certain demographics. He comments, 
“Between hardcore gamers (young males) 
and casual players (40-something fe- 
males), there is a vast audience of people 
in their 20s and 30s. These people grew 


expo 


—Ryan Ball 
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Our years ago, when the team at 

DreamWorks Animation began working 

on the CG-animated adaptation of Mi- 
chael Fry and T. Lewis’ charming comic strip, 
few could predict that the summer of 2006 
was going to be such a competitive season! 
As Over the Hedge officially opens the mad 
derby known as the summer blockbuster 
season, many future animation jobs will rely 
on how well the movie performs in a period 
packed with tent-pole releases, family fare 
and CG-animated thoroughbreds. 

Directed by Tim Johnson (Antz, Sinbad: 
Legend of the Seven Seas) and Karey 
Kirkpatrick (whose numerous 
screenplay credits include James 
and the Giant Peach, The Rescu- 
ers Down Under, Chicken Run 
and the upcoming Charlotte’s 
Web), and produced by Bonnie Ar- 

nold (Tarzan, Toy Story), the fea- 
ture centers on a comedic pack of 
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wild animals who are slowly 
seduced by the comforts of 
suburbia. 

In the comic, a wily rac- 
coon named RJ and a sensi- 
tive turtle named Verne 
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Over the Hedge, 
DreamWorks Animation’s 
adaptation of Michael Fry 
and T. Lewis’ comic strip, 

kicks off the summer’s 
big CG animated roller 
derby in grand eye- 


popping style. 
by Barbara Robertson 


share wry observations about the human — 
world, a viewpoint mirrored by — 
the filmmakers who decided to | 
create a prequel for the comic 
strip. “We wondered how on Earth 
did Verne and RJ become friends,” — 
says Johnson. “We came up with © 
the idea of a naive group of animals — 
set upon by a con man.’ 
In the movie, the con man is RJ 
(who is voiced by Bruce Willis), of 
course. When he _hap- 
— pens across a hungry 
group of guillible ani- 
mals, he convinces 
them to help him — 
steal food from peo- 
ple in a housing de- 
velopment on the other 
side of the hedge. “We | 
eat to live,” RJ says as | 
the camera catches vi- 
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gnettes of people chowing down. “They live 
to eat.” 

Verne (Garry Shandling) is cautious, but 
it’s too late. RJ fed cheese-flavored chips to 
the group, Ozzie (William Shatner), a melo- 
dramatic possum, and his daughter Heather 
(Avril Lavigne), Stella (Wanda Sykes), a 
skunk, Hammy (Steve Carell) a hyperactive 
squirrel, and a cute porcupine family. They're 
all addicted. 

DreamWorks’ Glendale, Calif. facility cre- 
ated the film with one lighting team and an 
animation team at PDI in Redwood City lend- 
ing a hand via the studio’s videoconferenc- 
ing system; 237 artists worked on the film. 
It’s the first time the Glendale studio used 
PDs full proprietary pipeline. 

“We were able to lift a lot of elements 
from PDI and drop them into Hedge,” says 
Craig Ring, visual effects supervisor. That 
included rigs from Madagascar and trees 
and fur software from Shrek’s Puss ‘N 





MAGAZINE 


Boots. 

The characters in Hedge are cartoony, 
although not as extreme as Madagascar's 
menagerie. “The big difference was in hav- 
ing a large number of fuzzy characters,” 
says Jason Reisig, one of five supervising 
animators on the project, who worked on 
Antz, Shrek, Spider-Man 2 and Madagascar. 
“During animation, they look like hairless, 
skinny creatures. Later, they puff up and be- 
come furry after rendering.” 

Animators worked with 300 facial con- 
trols and between 500 and 700 body con- 
trols. For blocking and working quickly, ani- 
mators used stripped down character rigs. 
Puffy versions of the models helped them 
approximate final silhouettes. After final 
rendering, RJ had nearly two million hairs, 
the fuzzy squirrel had over three million and 
the bear topped four million. A “hug quota” 
kept the animators’ temptation to have 
characters touching each other in check. 


(from left to right) Tim Johnson, Bonnie 
Arnold and Karey Kirkpatrick 


“We wanted to have characters putting 
their hands on their hips, rubbing their hands 
together, hugging, but it costs too much 
money for the effects department to mas- 
sage all that hair contact,” says Reisig. Be- 
cause the digital fur didn’t know when It was 
hitting other fur, it didn’t flatten automati- 
cally. 

In addition to the animals, the Hedge 
team created 23 humans, notably Gladys 
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(Allison Janney) the president of the home- 
owners’ association, the “Verminator” 
(Thomas Haden Church) who is Gladys’ anti- 
pest solution, and a group of girl guides sell- 
ing cookies. But the story belongs to the 
animals. 

Because the film Is told from the animals’ 
point of view, the camera Is always at critter 
height; anything taller than the animals is an 
up shot. “We took a field trip to an area north 
of Indianapolis where there is a housing de- 
velopment on one side of the street and 
woods on the other,’ says Kathy Altieri, pro- 
duction designer. “We crawled on our bellies 
through the woods and took pictures.” 

All told, the woodland has 70 different 
types of trees and plants that the crew mul- 
tiplied into 337 trees and 1,350 shrubs. To 
build the hedge that separates the burbs 
from the woods, they used a procedural 
toolkit that grew around 25 million leaves on 
a box. The goal was to mimic an ivy-covered, 
three-story parking structure on the Dream- 
Works lot. “It’s a perfect blend of real leaves 
on an unnaturally giant, straight shape,” 
says Ring. 

In the woodland, sunshine dapples the 
leaves, and flowers bob their heads, but the 
look of the suburb changes to reflect the 
animals’ emotional reactions. When RJ makes 
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his “land of opportunity” pitch, the 
suburbs look like the Bellagio with 
colored lights in the sprinklers, 
but the neighborhood turns harsh | 
when Verne pays a visit. 


Modelers used the same tricks = +s") 


as real suburban tract develop- 
ers—every house Is a variation of 
one plan. They exaggerated the '~! | 
scale in the kitchen, though, and 

painters used the studio's proprietary 3D 
paint system to create texture maps for the 
streets, to foster the illusion of tiny animals 
living in a big world. 

Particle simulations created in Maya and 
rendered using a proprietary renderer added 
what Ring calls “story effects.” When Ham- 
my moves fast, a heat ripple that looks like a 
vapor trail from an airplane follows him; 
when the critters taste chips for the first 
time, the flavor blows them backwards. “The 
story effects fit the over the top style of the 
movie,’ says Ring. “They’re silly and car- 
toony.’” 

The most distinguishing difference in the 
way this film looks, though, was Johnson's 
choice to imitate photographic techniques. 
“?m passionate about photography,” he says. 
“Animation is almost the opposite aesthetic: 
It's based on adding illustrations to a blank 
canvas. With photography, you 
make subtractive choices: You 
start with the world and crop 
things out; you choose what’s in 
focus.” 

Depth mattes helped Johnson 
know what to throw out of focus. 
“A lot of the time, only the char- 
acters are in focus,” says Ring. 
“We used shallow focus, but rath- 
er than a normal Gaussian blur, 
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the way traditional CG 
pushes out of focus, 
we used a lens-defo- 
cusing model to get 
circles of confusion 
with crisp edges. It’s 
blurry, but with a spe- 
cific kind of blurriness. 
It isn’t a technical 
breakthrough, but 
we're able to control 
where people are look- 
ing.” Lighters also used 
global illumination and 
rim lights on the char- 
acters to help create a 
filmic look. In addition, 
the crew rendered the 
film using algorithms 
that mimic film’s linear 
response to light. 
“Our mantra be- 
came, ‘Let us tell 
you that you went id 
too far; ” says Kirk- Kathy Altieri 
patrick. “And they rarely did. | think the 
look is stunning. It’s almost like seeing 
3D for the first time.” & 


DreamWorks Animation’s Over the 











Hedge opens in theaters nationwide 
on May 19. 
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Ss of Glory 


Collector-friendly sets of animated TV shows and direct- 
to-DVD movies continue to feed home viewer appetites in 


2006. 


tertainment Industry money crunch- 

ers have reported a 1.2% drop in 
Sales compared to the same quarter in 
2005, the animation picture continues to 
be bright In the months ahead. Titles such 
as Bambi Il, Barbie Mermaidia, Lady and the 
Tramp: 5oth Anniversary Edition and Aloha, 
Scooby-Doo! have been performing well on 
the DVD charts week after week. According 
to The Digital Entertainment Group, con- 
sumers spent $22.8 billion renting and buy- 
ing DVDs In 2005, an 8% Increase over the 
healthy sales the industry saw In 2004. 
Keep in mind that box office sales dropped 
6.2% in 2005 to $8.84 billion. So what does 
this mean for distributors that have hot 
animated titles in the pipeline? We caught 
up with some of the fiela’s power players to 
get the skinny on their slates and their 
thoughts on the next big things: 


f [though In recent months, home en- 


Steve Feldstein 
SVP, Marketing and 
Corporate 
Communications, 

» Twentieth Century 
Fox Home 
Entertainment 





Leaders of the Pack: “We have released 
three volumes of the pop culture phenomenon 
Family Guy, which consistently rests 
in the top spots on the TV DVD best- 
Seller charts and prompted Fox to 
return the cancelled series to its 
Animation Domination lineup. In 
_— 2006, we released Family Guy Pres- 
: & ents Stewie Griffin: The Untold Story, 
which was the top-selling animated 
made-for-DVD release of the year and remains 
on the weekly best-seller list six months after 
its debut. Additionally, our animated kid’s titles, 
including Strawberry Shortcake and The Roach 
Approach, continue to way over-perform at re- 
tail.” 
Animated DVD Appeal: “Parents can rest 
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family titles like Strawber- 
ry Shortcake and The | bh 9 | 
Roach Approach will pro- | At. yt 
vide their children whole- | 7 

some entertainment with 

maximum — repeatability 

whereas adult animation appeals to the core 
fan, who will also watch the DVD over and over 
to discover hidden innuendoes which may have 
gone unnoticed the first time around.” 
Releases to Watch for: ‘In 2006, Anima- 
tion and Visual Effects fans can look forward to 
‘—_ the DVD releases of Ameri- 
| » can Dad Season 1, as well 
as Ice Age: The Meltdown 
and the online serialized ad- 
venture, Broken Saints.” 
Also, start saving If Fox’s Dr. 
Dolittle 3 and Like Mike 2 
will tickle your home enter- 
tainment fancy. 

Personal Faves: Fight Club, The Sound Of 
Music and Ferris Bueller’s Day Off. 





Jamie Cygielman 
SVP Consumer 
Products, HIT 
Entertainment 


Leaders of the 
Pack: “In 2005, to com- 
memorate Thomas & Friends’ 6oth anniversary, 
HIT released Thomas’ Sodor Celebration (street 
date: March 8, 2005), Songs from the Station 
(street date: May 3, 2005) and Thomas & Friends 
Calling All Engines! (street date: Sept. 6, 2005), 
the first full-length feature in the brand's histo- 
ry. Thomas & Friends, narrated by a storyteller 
and created in a “live-action animation” style de- 
signed to give the Island of 
Sodor a unique trackside 
intimacy, invites children 
to enter a world of imagi- 
nation through the tracks 
we Of a train and the words of 
soa a story. All of the adven- 
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tures of Thomas & Friends encourage timeless 
life lessons such as discovery, friendship and 
cooperation.” 

Animated DVD Appeal: “At HIT, preschool 
is our world...and children love to watch their fa- 
vorite characters, including HIT’s Thomas & 
Friends, Bob the Builder, and Angelina Ballerina 
over and over again. Animation—in all of its var- 
ied styles—has a unique way of connecting with 
children. For example, Bob the Builder, created 
in stop-frame animation, features a variety of 
vehicles, such as Scoop the back-hoe loader, 
Dizzy the cement mixer and Muck the dump 
truck. Through stop-frame, these ‘vehicles’ are 
given personalities and a range of emotions, 
making them accessible to children and stimu- 
lating their imaginations.” 

Releases to Watch for: “HIT En- 
tertainment, via distributor 2oth Cen- 4 
tury Fox Home Entertainment, will be 
releasing several new titles in 2006, in- jf — 
cluding Bob the Builder: Built to be Wild 
(street date: Sept. 26, 2006), a full: » 
length musical special created in stop- 
frame animation and the animated An- 
gelina Ballerina: All Dancers on Deck (street 
date: Sept. 12, 2006).” 

Personal Faves: “I'm a big fan of TV on DVD. 
As for my three-year-old son, his favorite DVD is 
Barney: Let’s Play School from Barney's Classic 
Collection.” 





Michael Rathauser 
VP of Marketing, 
Family 
Entertainment, 
Lions Gate 





Leaders of the 
Pack: “As acompany, we have been very fortu- 
nate in that we have had many different suc- 
cessful animated releases to date—both in the 
feature-length category and in the television 
episodic category. Our most recent success is 
the first-ever animated movie from Marvel—Ul- 
timate Avengers: The Movie, which we released 
on DVD and UMD in February. The film is the first 
in a series of animated features we are working 
on that bring the most popular Marvel charac- 
ters to animation in a way that stays 
true to their comic book roots.” 

Animated DVD Appeal: ‘I think 
the success is due to the fact that 
there are two key constituencies that {7 
love animated movies. A large part of 
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the fan-base for animated products tends to 
be kids, and as we know, kids like to watch a 
favorite show over and over. In that context, 
DVDs naturally do well because of their re- 
peatability factor. But it’s also important to 
note that there is another key audience in the 
adult fans of animation who enjoy collecting 
their favorite shows on DVD. Furthermore, ele- 


ments like unique packaging and bonus fea- f, 
tures enhance the collectiblity of those — "sui. 


shows or movies on DVD.” 


Releases to Watch for: “Weare extreme- 
ly excited about a couple of new releases we [iM 
have coming up this fall. As a key component of | 
its 30th anniversary year, we are releasing the |) if 


first-ever Arthur movie—Arthur’s Missing Pal— 
as a DVD premiere in August. It has an all-new 
CGI animated look that we think will excite fans 
of the Arthur television and book series. The 
production has been in very close collaboration 
with Marc Brown, and it’s a wonderful, adventur- 
ous detective story with an all-family appeal. 
Additionally, on the heels of the success of 
Ultimate Avengers: The Movie comes Ultimate 
Avengers 2, the sequel which features some of 
Marvel's best-known heroes like Captain Ameri- 
ca, Hulk, Iron Man and—for the first time ever in 
animation—Black Panther. The film takes place 
in the jungles of Wakanda, which Is 
_ Black Panther’s home tn Africa, and it 
is jam-packed with incredible action 
scenes that could only be done in 
animation. All Marvel and animation 
fans will love this film, which will be 
available this August!” 
Personal Faves: “My favorite ani- 
mated DVDs are Finding Nemo, The 
Care Bears: Journey to Joke-a-Lot and Ultimate 
Avengers: The Movie.” 





Nancy Wolpert 
VP, Home 
Entertainment 
Nickelodeon and 
Viacom Consumer 
Products 





Leaders of the Pack: “Dora’s Pirate Ad- 
venture (Released January 2004)—As the first 
“never-before-seen” double length musical ad- 
venture premiering on DVD featuring Dora, the 
Latina heroine from Nick Jr’s top-rated preschool 
TV show—Dora fans were able to experience a 
brand new story with great music on DVD. After 
more than two years, this title is still selling 
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Strongly in stores and 
launched our annual series 
of Dora DVD premieres. 

Avatar Book 1 Volume 1 
(Released January 2006): The first DVD release 
of our top rated anime-inspired series. Avatar 
fans were thrilled to be able to experience the 
rich deep layers of the Avatar 
legend with its compelling char- 
acters and epic storytelling pre- 
sented with feature-film quality 
animation. 

South Park Season 7 (Re- 
leased March, 2006): This DVD 
franchise based upon the suc- 
cessful, recent Peabody Award- 
winning TV show continues to sell well with ev- 
ery seasonal release and shows no sign of slow- 
ing down. 

The SpongeBob SquarePants Movie (Released 
March, 2005): The most watched animated show 
ever to hit the big screen and then became a 
huge hit on DVD. Kids and adults enjoyed watch- 
ing this epic adventure (mix of live action and 
animation) with a great soundtrack as well as 
DVD exclusive special features, including the 
movie animatic and the sneak peek of a special 
SpongeBob video game.” 

Animated DVD Appeal: “Nickelodeon's 
animated titles have been popular because they 
appeal to a broad audience. Both kids and adults 
are attracted to this art form. With today’s con- 
tinually changing technology, animation is be- 
coming more exciting and unusual. There is so 
much to experience. And with DVDs, especially, 
we can include great insights behind the scenes, 
backgrounds and interviews with creators, which 
is appealing to the animation fan.” 

Releases to Watch for: “Avatar Book 1 
Box Set (Release Fall, 2006): This amazing set 
will have incredible exclusive special features 
that will further enhance the Avatar experience 
and delight show fans. Have to stay in touch to 
learn more! SpongeBob Season 4 Vol. 1 (Release 
Fall, 2006): New episodes from the 4th season 
plus special features that we can’t announce 
yet! Also keep an eye out for the nature-revel- 
ling direct-to-DVD release of Go Diego Go! - The 
Great Dinosaur Rescue.” 

Personal Faves: “Dora Pirate Adventure—| 
am a true adult fan of this show and this particu- 
lar episode. The music is great. Ren & Stimpy 
The Complete First and Second Seasons Uncut 
(Released Oct., 2004): How can you not love this 
groundbreaking animation presented as John K 
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meant for it to be seen?. Breakfast at Tiffany's: 
Total opposite end of the spectrum but | can en- 
joy the fun and elegance of New York in the 
1960s as only Audrey Hepburn can do.” 


Dorinda Marticorena 
VP Kids and Sports Marketing,Warner 
Home Video 


Leaders of the Pack: “We at WHV are for- 
tunate to have a terrific and large portfolio of 
animation to distribute. First, we segment ani- 
mation between Collector/Adult targeted con- 
tent and Kids/Family. On the Collector side, our 
crown Jewel is our Looney Tunes Golden Collec- 
tions, which have consistently been BoHey) 
in the top 20 titles of episodic non- [fF *= 
theatrical sales since we began to ga 
release them in 2003. We also do 
very well with DC Comics Classic 
boxed sets (cartoons produced prior 
to 1992) and Hanna-Barbera boxed 
sets. Through our Rankin & Bass ac- 
quisition, we have also seen great success with 
the original Thundercats series on DVD. On the 
Kids side, we have seen enormous success with 
Scooby-Doo, kids-targeted DC content such as 
Teen Titans, Tom & Jerry and distributed lines 
such as Leap Frog, American Girl, Hot Wheels 
and Cartoon Network Originals.” 
Animated DVD Appeal: “When done well, 
they have mass appeal. Looney Tunes animation 
is considered among the best ever produced 
both for brilliant writing, direction and anima- 
tion. Cartoons from the 4o’s still resonate with 
today’s audiences. As for Hanna Barbera proper- 
ties, parents grew ups with Scooby, Yogi, etc. 
and so know these characters and trust them to 
entertain their families—which translates into 
strong DVD sales for WHV.” 
Releases to Watch for: “Thundercats 
Season 2, Volume 1 (April), 
Samurai Jack Season 3 (May), 
What’s New Scooby-Doo? 
Volume 6 (June), Justice 
League Season 2 (June), Su- 
perman The Animated Series 
Volume 3 (June), Krypto Vol- 
ume 1 (June), Superman in 
Brainiac Attacks (June), Ani- 
maniacs Volume 1 and Pinky and the Brain Vol- 
ume 1 (July).” 
Personal Faves: “The Wizard of Oz and Loo- 
ney Tunes Golden Collection Volume 1.’ & 
—Compiled by Sarah Gurman 
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Spring Forward 





We all know that primetime TV can become a great 
wasteland after the May sweeps. That’s why it’s important 


to stock up on cool animated DVDs in the next two months. 


Here are a few top-notch releases that should keep a smile 
on our faces during the dog days of summer and beyond. 





ome Movies: Season Fou 
[Shout Factory, $34.98] 





| 


Y es, It’s true. All great things come to 
an end. That’s why the release of 
the fourth and final season of Brendon 
Small’s awesome Home Movies series Is 
a bittersweet event. The show, which 
has been a fixture on Cartoon Network’s 
[adult swim] for several years centers on 
third-grade filmmaker Brendon Small, his 
pals Melissa and Jason and his soccer 
coach, who’s not a fan of kids or soccer! 
Many believe that the 13 episodes fea- 
tured in the fourth season are some of 
the best in the series. In this collection, 
Brendon goes to music camp, where he 
meets lousy counselors played by They 
Might Be Giants, he shoots a movie un- 





derwater, pays homage to Hitchcock, 
works on a disastrous rock opera called 
“The Wizard’s Baker” and fights with his 
demons in an episode called “Those 
Bitches Tried to Cheat Me!” 

In addition to fan commentaries by 
cult faves such as The Shins, Modest 
Mouse and the staff of the humor zine 
The Onion, the DVD comes with a music 
CD containing the best songs from the 
four seasons. The package should keep 
all of us fans happy until Small’s new 
series Death Clock Metalocalypse 
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(about a Scandinavian death metal 
band which is charged with saving the 
world) premieres on Cartoon Network 
this August. 


Samurai Jack: Season 3 
| [Turner, $29.98] 


t’s hard to find an animated series that 
receives as much admiration and unbri- 
dled enthusiasm from toon fans as 





Genndy Tartakovsky’s multi-Emmy and 
Annie-winning Samurai Jack. And It’s easy 
to understand why. It’s beau- 
tifully drawn, has wonderful 
storylines and is both enter- 
taining and highly atmo- 
spheric. In the third season 
of the show, our favorite 
time-traveling samural 
(voiced by Phil LaMarr) finds 
himself continuing his bat- 
tles with the evil shape- 
shifting master, Aku (voiced 
by Mako). The DVD features 
episodes 27 through 3g, in- 
cluding “Chicken Jack,” “The 
Good, the Bad and the Beau- 
tiful,” “Jack in Egypt,’ “Jack 
and the Labyrinth” and “The 10. 
Birth of Evil,” an almost-Jack- 


Ooo aS 





Barbie Mermaidia (Lions Gate) 


Paired with the Season 1 and 2, this DVD is 
a true collector’s dream. 


X-Men: Evolution: 
he Complete Third Seasc 
[Warner Bros.,$19.98] 






ans of Marvel's X-Men series are 

holding their collective breath, won- 
dering how live-action director Brett 
Ratner of Rush Hour fame will follow up 
the excellent two first outings directed 
by Bryan Singer. Until the movie comes 
out later this month, we can jog our 
memories with the 2-DVD set featuring 
the complete third season of the ani- 
mated X-Men: Evolution (originally aired 
on Kids’ WB! in 2002 and 2003). Target- 
ing a younger audience, the series fol- 
lows the adventures of Cyclops, Jean 
Grey, Nightcrawler, Rogue, Shadowcat, 
Wolverine, Beast and Storm from the 
original comic book as well as Spyke, a 





Top Animated Titles 
dL, Final Fantasy VII: Advent Children (Sony) 


on Wallace and Gromit: Curse of the Were-Rabbit 
(DreamWorks) 


South Park: 7th Season (Paramount) 
Chicken Little (Disney) 

Robot Chicken, Vol. 1 (Warner Bros.) 
Howl’s Moving Castle (Disney) 





Lady and the Tramp: soth Anniv. Ed. (Disney) 
Dinosaurs: 1st and 2nd Season (Disney) 


Justice League: Season One (Warner Bros.) 


Source: Amazon.com 4/11/06 





less outing in which which 
we learn about Aku’s past. 
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new character created specifically for 
the show. The characters are seen as 
teenagers attending (and _ getting 
thrown out of) high school and going to 
the Xavier Institute. Many of the story- 
lines deal with overcoming hatred, intol- 
erance and racism. In the season finale, 
the powerful mutant Apocalypse is fi- 
nally liberated from captivity. In case 
the Ratner movie sucks, we'll always 
have the toons to warm our hearts. 






Beavis and Butt-Head, 
. 2: Mike Judge Collecti 
[Paramount, $38.99 ] 





ike Judge’s brainless wonders, the 

bad boys of MTV, Beavis and Butt- 
Head, are back for another collection of 
their animated antics. The first DVD vol- 
ume of the Mike Judge collection, how- 
ever, made a lot of fans angry 
because the “director’s cuts” 
were actually edited and short- 
er than the originals (for copy- 
right and legal reasons, we be- 
lieve!). The good news Is that 4o 
classic episodes are included in 
this 226-minute collection. Details 
are still 
Z murky, but 
well keep 
you posted! 
By the way, If 
you're __ play- 
ing Trivial 
Pursuit, —re- 
member that 
Beavis is the 
one in the 
Metallica T- 
shirt and Butt-Head is the one in the 
AC/DC shirt and their hobbies include 
nose picking, head banging, making fun 
of videos and breaking stuff! Come to 
think of it, we loved these boys so much, 
that we put someone in the White 
House who’s just like them! 





Dumbo (Big Top Editior 
[Disney, $29.98] 





t’s amazing what a clean digital face-lift 
can do for a cute baby elephant with big 
ears. Yes, Disney’s 1941 classic tale of the 
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perky pachy- — 
derm with a rm 
penchant. for Top VEX Titles = 
flying willlook =4, King Kong (Universal) = 
magnificent tt 
ie ae au 2. Harry Potter and the Goblet of Fire (Warner Bros.) = 
| | 
DVD _ edition. 3. The Chronicles of Narnia (Disney) = 
Directed by A. Firefly: Complete Series (Fox) = 
Ben Sharps- = Underworld: Evolution (Sony) rm 
teen, from a — 
6. Kingdom of Heaven (Fox) — 
story by Helen —_ 
Aberson and 7:~_-~-Aeon Flux (Paramount) : KING KONG 
Harold Pearl, 8. Star Wars: Episode Ill (Fox) 
the movie Is g. Back to the Future Trilogy (Universal) 
only 64-min- , 
10. Battlestar Galactica: Season 2.0 (Universal) 


utes long, but 
it packs quite 
an emotional 
punch. The DVD also comes with Disney- 
Pedia: My First Circus Game, Sing-Along 
Songs, a Baby Mine music video performed 
by Jim Brickman and Kassie DePai- 
va, the bonus 
_ : shorts Elmer 
Elephant and 
The Flying Mouse 

and a featurette 
titled Celebrating 
Dumbo. By the way, 
if you want to hear 
an amazing version of 
the Oscar-winning Baby 
Mine song, check out Bonnie Raitt’s ver- 
sion on a Disney collection called Stay 
Awake. Simply unforgettable. 











Cosmic Canine | 
[Warner Bros., $14.9 


O nly those trapped in a’50s-era bomb 
shelter would be oblivious to the fact 


that this is the summer of Superman Re- 
turns, the much-anticipated return of the 
DC Comics hero to the big screen. That’s 
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Source: Amazon.com 4/11/06 


why we think it’s the perfect time to play 
catch-up at home with two related War- 
ner Bros. DVDs, until the Bryan Singer 
movie hits the screens on June 30. 

The new direct-to-DVD feature Super- 
man: Brainiac Attacks promises to be a 
great tie-in with the movie. Based on 
the Superman animated series from the 
late 1990s, the project reunites Tim Daly 
and Dana Delany who provided the voic- 
es for Superman and Lois Lane for the 
Warner Bros. toon. The plot surrounds a 
nefarious plan hatched up by Lex Luthor 
and Brainiac, as well as the key relation- 
ship between the Man of Steel and his 
main gal, roving reporter Lois. 

For die-hard fans, there’s also a new 
DVD featuring part of the first season 
of the Warner Bros. series Krypto the 
Superdog. The show centers on the 
Sharp canine creature from een and 
his earth buddies Ace 
the Bathound = and 
Streaky the Supercat. 
Directed by Scott Jer- 
alds and overseen by 
Paul Dini and Alan Bur- 
nett, this colorful of- 
fering is a wonderful 
companion to the oth- 
er darker-hued adven- 
tures of the all-Ameri- 
can crime fighter. It’s also a good way of 
keeping those younger fans happy who 
may not be ready for the movie’s more 
mature content. 





—Ramin Zahed 
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Something 
to Crow About 


Keiichi Sato’s acclaimed series Karas: The 
Prophecy spreads its wings in America. 





by Patrick Drazen 


e may have been here be- 
fore: Tokyo is plagued by a 
host of evil spirits, and a 


lone warrior has to set things right 
in Karas: The Prophecy, a six-part 
animated series released by Manga 
Entertainment in April. But this time 
around, there are some huge differ- 
ences. 

For one thing, “here” never looked 
quite like this. The mix of 2D and CG 
animation is almost seamless, re- 
flecting the current trends in anime 
seen in features such as Ghost in 
the Shell 2: Innocence. Director Kel- 
ichi Sato also toggles between the 
ordinary Tokyo—what he calls “the 


HOME ENTERTAINMENT 













FOReESG 


iINGErACGIVeE 


MULGIMEDIO SPECIOLISGS 
+ encercainmens eocused it solusions 
* mobile games 

« INGErOCGIVe DYDS 
* pvp board games 
+ cD-ROMS 

- Websibes 





Boe mote ineoamoanchon, 
Karen Horne 
Manager 
Forest Interactive Pty Ltd 
62-668 Church Street 
Camperdown NSW 2050 Australia 
Tél +61 2 9519 1266 
Fax +61 29519 1258 


CUCCING edGe 
SOLUGIONS POR GHE 
encercainmens 
INDUSGRY 


lomailetorestint.com.au 
www, foresitinteractive.com,au 


Forest Interactive is a division of Yoram Gross-EM.TV 








20 June 2006 ANIMATION MAGAZINE 


Previous Page | Contents | Zoom in | Zoom out | Front Cover | Search Issue | Next Page ies 








organic street of Japan’—and the 
spirit realm. 

The plot may seem like fantasy or 
Superstition in the west, but even 
21st century Japanese live with be- 
liefs that Shinto, Japan’s native rell- 
gion, has taught for centuries. “I have 
a grasp on the fact that (ghosts, 
phantoms, demons and monsters) 
coexist with us and keep the bound- 
ary of the human world in balance,” 
Sato says. They cause “mysterious, 
outrageous and sometimes wonder- 
fully life-affirming events.” 

Sato was a good choice to direct, 
in part based on his previous work as 
a key animator for the Aoki Ryusel 
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SPT Layzner television seriesand as character 
designer for , both seasons of The Big O,Part 1 
of Ninja Resurrection and Part 4 of the long- 
running horror/adult anime Urotsukidoji. One 
more detail: Sato was born in 1965, the same 
year Tatsunoko Production opened its doors. 
The Japanese animation house produced and 
released Karas to celebrate the studio’s goth 
anniversary. 

Tatsunoko was the brainchild of the three 
Yoshida brothers. The family lived in Kyoto un- 
til oldest brother Tatsuo’s comics grew in 
popularity. He moved to Tokyo to be at the 
center of the publishing action, hired some as- 
sistants, then brought his brothers in to help 
manage things. The younger brothers also 
brought the American superhero comics 
they'd gotten from Occupation soldiers after 
World War 2; these inspired a number of the 
anime projects they would later produce. 

Tatsunoko’s first animated project, Space 
Acé, arrived in 1965, and since then the studio 
with the seahorse logo has created some ma- 
jor anime titles, even a few works that got re- 
leasedin the States. Tatsunoko created three 
seasons of Gatchaman (also known as Battle 
of the Planets), and Mach Go Go Go (classic 
anime Speed Racer). Their output ranges from 


ii 


The Flying House (a Bible-based kiddie car- 
toon) to Samurai Pizza Cats. 

Karas: The Prophecy, however, is miles away 
from most of Tatsunoko’s other works. Writer 
Shin Yoshida, who also worked on the Yu-Gi- 
Oh! television series, looked to America’s more 
recent, angst-ridden superheroes such as the 
latest incarnation of Batman for inspiration. “1 
thought it was about time Japan had its own 
negative, dark hero,” he says. In this case, 
things get too dark, as Eko, a Karas (a knight 
who keeps the peace between the real and 
spirit worlds), loses his commitment to his 
work; he allows poltergeists to cross over into 
the real Tokyo to wreak havoc. An immortal 
young girlnamed Yurine recruits a spirit named 
Nue to put on the armor and take on Eko. 

The name Karas Is from karasu, the Japa- 
nese word for crow. Not just any crow, though; 
the karasu tenguis a crow-spirit with a lengthy 
history in Japan. These malicious demons 
meddle in human affairs, have a weird sense of 
humor and love causing chaos. Eko probably 
wasn't the first Karas to switch sides. 

For the U.S. DVD release Manga Entertain- 
ment, the Chicago-based company (now part 
of IDT Entertainment) which brought Ghost in 
the Shell, Ninja Scroll and Perfect Blue to 
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America, is releasing the first three episodes 
this spring, and the rest in September. They 
also tapped voice actors with solid Generation 
Y credentials but no anime experience. Jay 
Hernandez, of Ladder 49 and Crazy/Beautiful, 
voices Nue, the new Karas recruited by Yurine. 
She’s voiced by Piper Perabo, who’s been in 
Coyote Ugly and the two Cheaper by the Doz- 
en films. Their nemesis, Eko (who has been 
protecting Tokyo since It was founded over 
four centuries ago), has the voice of Matthew 
Lillard, best known as homicidal Stuart in 
Scream and as Shaggy in the Scooby Doo 
movies. 

With cutting-edge CGI, an apocalyptic story 
and clean Hollywood dubbing, this Karas looks 
like a crow with solid wings. & 
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Chipmunks Make the World Go Round on DVD. 


ville and his trio of singing chipmunks, Alvin, Si- 

mon and Theodore. The popular creations of the 
late Ross Bagdasarian, which started their careers 
as novelty singers in the late 50s (Witch Doctor, The 
Chipmunk Song) and branched out into TV stardom 
with specials and series such as A Chipmunk Christ- 
mas, The Alvin Show and Alvin and the Chipmunks 
have been out of the public eye for a few years. 
We're glad to report that the timeless gang makes a 
comeback on DVD as Paramount and Bagdasarian 
Productions release the 1987 
feature The Chipmunk 
Adventure this month. 

Produced and writ- 
ten by Ross Bagdasar- 
lan Jr., son of the origi- 
nal creator, and dl 
rected by his wife, 
Janice Karman, the 
feature finds the dy- 
namic trio competing 
in a hot-air balloon 
race around the world 


t's been a while since we last heard of David Se- 
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against the Chipettes (Brittany, Jeanette and Elea- 
nor). Things get complicated when they realize 
that the race Is an elaborate front for a pair of 
shady diamond smugglers! 

“We went back to the original 35 mm negative 
and worked with a beautiful High Def transfer of 
the film,” says Bagdasarian Jr, who took over as 
the voice of the Chipmunks after his father’s death 
in 1972. “Because the movie has so many great 
songs plus a score by the Royal Philharmonic, It 
was Important to make the DVD sound really good 
too, so we have a phenomenal 5.1 Surround sound 
audio. We also included a gallery of spectacular 
art, including rare pencil sketches, storyboard pan- 
els and backgrounds and cel images.” 

Bagdasarian Jr., who works closely with his 
wife to keep the brand fresh and original 
through the years, has fond memories, as a 
young boy, watching his dad in action. “l saw 
him do Witch Doctor and The Chipmunk Song 
on The Ed Sullivan Show,’ he says. “| loved what 
my dad did. We grew up In the San Fernando 
Valley, and it gets very hot in the summer. His 
success meant that we got a swimming pool, 
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Karman and their clan at home. 


so we got to cool off in the hot months!” 

Chipmunks’ fans will also be happy to know that 
anew feature about the boys Is in development at 
20th Century Fox. As Bagdasarian Jr. notes, “The 
5oth anniversary is coming up in two years. We are 
hoping to have the movie ready by then.” The 
script, penned by The Simpsons veteran Jon Vitti 
explores the origins of the characters, focusing on 
how confirmed bachelor David Seville ends up rais- 
ing the singing animals. “We're really happy with 
the script because it has that sophisticated com- 
edy that will appeal to both kids and parents, just 
like Shrek and Ice Age. The TV series was on the air 
back in the ’80s, so a lot of viewers who grew up 
with the show are now parents and will be able to 
enjoy the movie with their own kids.” According to 
him, the feature will be a mix of live-action and CG 
animation—for the chipmunks, we're sure! 

So why does he think the musical squirrels (Yes, 
a chipmunk |s a kind of squirrel!) have had such 
amazing impact on pop culture? “My dad created 
three amazing archetypes,” muses Bagdasarian Jr. 
“Alvin is lke Lucy {I Love Lucy), Bart Simpson and 
Dennis the Menace... He’s willful and questions the 
voice of authority. Kids love to see that kind of 
gumption and determination. My wife and | fleshed 
out the other two as well: Simon wasn't just the 
nerdy smart guy and Theodore had more to do 
than be the fat giggler. Simon became the voice of 
reason, a Spock-like character who also has that 
Noel Coward urbane wit. Theodore has the baby- 
of-the-family personality, the most emotional and 
the most lovable.” 

Of course, in addition to their numerous ani- 
mated incarnations and adventures, the Chip- 
munks had a great knack for selling hit records! 
They always sang in every episode of their ani- 
mated series, sold over 43 million records, won 
five Grammys and earned over a dozen Gold 
and Platinum records. We’re hoping that Bag- 
dasarian Jr. will get them a judging gig on 
American Idol next season! & 

Paramount Home Entertainment releases The 
Chipmunk Adventure on DVD ($14.99) on May 23. 
For more info, visit www.thechipmunks.com. 
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The Samurai 


Reviews of this month’s hot new anime titles on DVD 


M agic, like greatness, Is thrust upon 
some characters; How they handle 
the gift determines whether the result is 
comedy or drama. 

Yuri Shibuya, the hero of Kyo Kara Maohl, 
is anerdy, well-intentioned high school stu- 
dent who loves baseball. When he goes to a 
neighborhood park, a gang of thugs shoves 
him into a toilet—which transports him to a 
parallel world where he’s hailed as the long- 
awaited Demon King. Yuri is a familiar anime 
type: the unimpressive guy whose inherent 
kindness and nobility win the day. And ini- 
tially all Yuri has going for him is his good 
nature, although his latent magical powers 
Slowly manifest themselves. He not only 
has to learn to be a king, he has to adjust 
to life in the quirky Great Demon Realm. He 
slaps a young noble named Wolfram in re- 
sponse to an insult—and wins him as a fian- 
cé. When Yuri complains they’re both boys, 
his councilors blithely respond, “That’s not 
unusual here.” 

An agreeable mixture of comedy and 
fantasy, Kyo Kara Maoh! sometimes ram- 
bles. There are a lot of disgruntled nobles 
in the alternate world, and most of them 
hold some sort of grudge against Yur'’s De- 
mon Kingdom. But Yuri is always an engag- 
ing hero-in-spite-of-himself. 

Many series lose energy and momentum 
in their second season; Fullmetal Alche- 
mist only grows more compelling. 

Edward and Alphonse Elric inherit at 
least some of their talent as alchemists 
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Fullmetal Alchemist 


from their absent father. Their feelings of 
abandonment and resentment toward him 
make their effort to bring back their moth- 
er from the dead more understandable. But 
the boys pay a terrible price for violating 
the ban against restoring human life. When 
the spell fails, Al is reduced to a disembod- 
ied soul housed In a suit of armor; Ed loses 
his left leg, and sacrifices his right arm to 
save his brother's soul from annihilation. 
Together they roam a world that suggests 
late 19th century North America, seeking 
the Philosopher’s Stone, which they believe 
can restore their bodies. 

They pursue rumors of its existence, 
and Ed rejects a chance to make a Stone 
because it would require sacrificing human 
lives. But the external drama is overshad- 
owed by the brothers’ inner turmoil: Al 
starts to doubt he ever existed in human 
form; Ed fears Al hates him for initiating 
the experiment that destroyed his body. In 
a wrenching moment, Ed asks, “Il wouldn't 
blame you if you did, Al, but I've got to know: 
Do you hate me for all that’s happened?” 
Shocked, Al replies, “Brother, | could never 
hate youl” The strong performances by 
voice actors Aaron Dismuke (Al) and Vic 
Mignona (Ed) give the scene a power and 
an honesty absent from too many recent 
American animated films. 

The one person the Elric brothers genu- 
inely fear (and with good reason) Is their old 
instructor, Izumi. Director Seiji Mizushima 
juxtaposes scenes of the brothers’ cur- 
rent meeting with Izumi and 
flashbacks of their early 
training, suggesting the 
ongoing journey to their 
mastery of alchemy. Izumi’s 
training methods are based 
on traditional Zen disci- 
plines. Ed and Al must unrav- 
el the koan “Allis One, One Is 
All’; but in place of the slap 
Zen masters administer to 
shock a pupil and clear his 
mind, she beats the Elrics 
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by Charles Solomon 
cruelly—which American viewers may find 
needlessly sadistic. 
Regardless of how Izumi treated them 
as boys, the Elrics have one more lesson to 
learn from her. Under her supervision, Ed re- 













Wee? 
VP Oy 
5 a — \ | | \ i op ls 
7 Ne 


members that when he attempted to bring 
back their mother, he stood before a gate 
that seemed to guard the road to all knowl- 
edge. (The designers modeled the portal 
on Rodin’s grand and daunting maquettes 
for The Gates of Hell.) Izumi explains that 
when they attempted to re-create human 
life and approached that gate, the Elrics 
did more than violate the laws of alchemy: 
they disturbed the order of the universe 
more deeply than they could imagine. 
Fullmetal Alchemist isn’t all Sturm und 
Drang. The filmmakers balance the serious 
moments with slapstick comedy, includ- 
ing scenes of Ed going ballistic whenever 
someone notices how short he is. But the 
dramatic sequences and the powerful 
bond the brothers share pack an emotional 
punch that may leave American animators 
and audiences asking, “Why can’t we make 
something like that?” 
Fullmetal Alchemist, Vol. 6— 
Captured Souls 
Fullmetal Alchemist, Vol. 7— 
Reunion on Yock Island (2000) 
Fullmetal Alchemist, Vol. 8— 
The Altar of Stone 
[FUNimation: $29.98 each] 
Kyo Kara Maoh—Gad [?] 
Save Uur King! Vol. 1-6 
[Geneon: $24.98 each] 
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s the toon world continues to expand tonew platforms and dimensions, our 

job of narrowing a handful of creative individuals to profile in this annual 

feature gets harder and harder. As in previous years, the group selected 
for this article have high-profile projects in the pipeline that will put them in 
the spotlight later this year and in ‘07. Far from being overnight sensations, 
many of these talented people have been working in the toon trenches for many 
years, honing their craft and polishing their pitches. We wish we could dedicate 
a complete issue to all the rising stars. For now, we are happy to tell you the 
stories of how these dynamic visionaries made their dreams come true. 


Jack Thomas. exec producer and Heather Martinez.i animation director 


Disney Channel's /he Replacements 


eather Martinez and Jack 

Thomas first became 
pals working together on 
Nickelodeon’s Fairly OddParents 
(Thomas was a writer and 
Martinez was a_ storyboard 
artist.). Martinez later joined 
the My Life As a Teenage Robot 
crew, but she and Thomas 
continued to plug away in the 
same building. 

Then in late 2004, Thomas 
asked Martinez to be the 
director on a new _ Disney 
Channel show he was exec 
producing and writing called The 
Replacements. Created and written by children’s author/ 
illustrator Don Santat, the upcoming series centers on an 
off-the-wall spy parents. “The first thing | said was, ‘No!’ and 
walked away,’ recalls Martinez, who had been exhausted 
after a heavy load of freelance work. However, Thomas was 
eventually able to persuade his friend to come on board as 
a director for the first time in her career. 

A lawyer-turned-stand-up comic-turned-cartoon-buff, 
Thomas has worked on everything from movie intros for 
American Movie Classics to jokes for the Fox NFL pre-game 
Show to screenplays. However, it was a chat with Fairly 
OddParents story editor and comic Steve Marmel at the 
Improv Comedy Club that jump-started his toon writing 





Career. 

Martinez, on the other 
hand, knew she wanted 
to work in animation since 
she was a little girl. After 
completing animation 
programs at Orange 
County High School and 
Cal State Fullerton, she 
landed a PA. internship 
on Angry Beavers at 
Nickelodeon in 1999 and 
got her big break scoring 
a spot on the SpongeBob 
SquarePants team. “They 
were looking for a clean- 
up artist/story person,” she explains. “l dropped off my 
portfolio and Derek Drymon, the show’s creative director, 
noticed that in addition to some character clean-up | had 
done, | had listed some awards that | had gotten for some 
student films.” Drymon asked to see her reel and the rest 
was history. 

So how did Thomas get her to enlist for directing duties 
on The Replacements? “It was such a cute idea, but | was 
still worried that | wouldn’t get any sleep with this new 
project,” she says. “Jack kindly reassured me that directing 
was not nearly as work-intensive as storyboarding...So | 
said, ‘Ooooh! Yes! and haven't slept since that day.” 
—Sarah Gurman 
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Sandra Equihua and Jorge Gutierrez 


Creators, Nickelodeon's series El Tigre 


lmost 16 years ago, when Sandra Equihua and Jorge Gutierrez 

were high school students in Tijuana, Mexico, they knew that 
they shared a passion for animation. What they couldn’t foresee was 
that they were going to end up 
partners in life and creative work 
in Los Angeles. 

Set to debut on Nickelodeon 
in 2007, the husband-and-wife’s 
brainchild is El Tigre, a clever 
show which centers on a teenager 
called Manny who Is torn between 
becoming a superhero like his dad 
or a force of evil like his grandpa. 
(The tagline is good is good, but 
evil is more fun!) 

Although they had to spend 
some years apart because Jorge 
was attending CalArts and Sandra 
was studying graphic arts in 
Mexico, they tied the knot when 
Jorge finished his thesis project. 
After they joined forces to work 


on an Internet animated show called El Macho (Sandra specialized 
in Flash animation), they realized that in addition to their romantic 
partnership, they could also have a career together. 

“Our ultimate goal was to make our own show,” says Jorge. “We 
worked on Warner Bros. !Mucha Lucha! and met a lot of development 
execs and cut our teeth in the animation industry together.” 

After a few false starts, El Tigre was greenlit at Nick. As Sandra 
sees it, “The shows design has been slowly evolving, but It’s 
incredibly inspired by Mexican folk art—there’s bullfighting, Day of 
the Dead, everything that we both love about Mexico and remember 
fondly from our childhood.” Viewers may also see shades of classic 
Spaghetti westerns and Mexican telenovelas in the toon. 

And how does tt feel to see their ideas come to animated life? “It’s 
hard to describe, but we feel like it’s Christmas every day,” replies 
Jorge. “We have to keep pinching ourselves because the thing that 
we'd dreamt about for such a long time is really happening.” 

And wannabe animators would be wise to listen to Sandra’s advice. 
“Don’t be afraid to speak up, stay true to your vision and contact 
your heroes through the Internet. That’s how we made a lot of our 
contacts.” Jorge adds, “It may sound like a cliché, but don’t try to 
second-guess the studios: Make something from your heart.” 

—Ramin Zahed 


Adam Pava and Tim McKeon 
Creators; 


Ate? they’re self-described comedy nerds and got their first 
reaks in the business as interns on sitcoms such as Friends, 
Malcolm in the Middle and The Drew Carey Show, it’s the animation 
field that has given Adam Pava and Tim McKeon their warmest 
welcome. The two met as grad students at USC’s screenwriting 
program. After a variety of writing gigs, they found themselves 
writing for Cartoon Network’s hit shows Foster’s Home for Imaginary 
Friends and The Life & Times of Juniper Lee. 

Then came the meeting with then Cartoon Network development 
exec Sam Register. “We were done with our pitches, and he said, 
‘Well, if you have any other ideas let us know!’,” recalls Pava. “It was 
our last pitch, and it had to do with a kid called Jimmy who has 
an accident at an amusement park and gets an emergency brain 
transplant ... Jimmy ends up with the frozen brain of a famous 
cartoonist, which lets him see cartoons wherever he goes! Sam 
liked the idea and told us to go home and write a treatment for the 
show that same night.” 

Titled Re-Animated, the project is Cartoon Network’s first foray in 
the live-action sitcom format. “The animated part of the show (which 
is done in Flash by Renegade Animation) allows us to pay homage to 
all the classic cartoons. Jimmy can see all these wonderful iconic 
characters...that could have been around for 75 years,’ notes 
McKeon. “It’s great to have this show on Cartoon Network because 
we try to reflect our love for the great characters in cartoon history. 
And our designer Shannon Tindle [Foster’s Home], created all these 
characters which could very well have been popular through various 
decades.” 


a 
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Cartoon Network's Re-Animated 


Both Pava and McKeon praise one of the smoothest live-action/ 
animation hybrids of all time, Who Framed Roger Rabbit? “| must 





have been 11 when it came out and thought it was the best thing in 
the world,” says McKeon. “When we started working on our show, we 
went back and watched it again, and it was amazing to see how well 
it holds up after two decades. It’s really the pinnacle of the genre.” 
And the secret behind the success of the Pava/McKeon team? 
“Well, our cubicles were right next to each other,” shares Pava. “It’s a 
lot easier to do the work when there’s two of you! Our partnership is 
bred out of laziness and our knack for splitting a paycheck” 
—Ramin Zahed 
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Dave Funston 
Animator, Zoic X\tudios 


he line between visual effects and animation Is blurring by the second. But ask Zoic 

Studios’ Dave Funston to describe his craft, and he has an instant answer: “I definitely 
consider myself an animator,” says Funston, 25. “Through animation, | create visual effects.” 

Working on fx-heavy TV shows such as Buffy the Vampire Slayer, Angel and Smallville, 
as well as on commercials, Funston has earned a reputation as a skilled generalist who can 
handle any kind of animation task. 

Growing up in Rock Hill, S.C., Funston loved to watch shows about moviemaking. “l remember 
watching The Making of The Abyss, and they showed the cool water monster thing,” he says. 
That led Funston to a high school elective that introduced him to Photoshop and computer 
graphics. Instantly taking to the technology, Funston went on to attend Florida's Full Sail 
school. Upon graduation, Funston headed for Los Angeles and almost immediately met a Full 
Sail alumnus who gave him a tracking job on Jay and Silent Bob Strike Back. Funston then 
landed at 525 Studios, where he worked on the first season of Smallville and began to expand 
his repertoire to shading and lighting. 

The TV schedule was rigorous and taught Funston a lot about being efficient: “We worked 
six months on Jay and Silent Bob just tracking lightsabers. Now it was, ‘You need to track this 
whole scene and do all these skeleton shots in four days, ” he says. 


Scott Bateman 
Animatoria www-batemania-com 





ver have someone tell you that the end of one regular gig can lead to the start of 
better things? No finer example of this universal law can be found than one-time 
syndicated political cartoonist Scott Bateman who 
decided to dive into the exciting world of web-based 
Flash animation after Kings Feature Syndicate 
dropped him from its payroll. He decided to create 
an animated short every day and put the shorts 
on his site (www.Batemania.com/bateman365) 
last August. So far, he’s managed to deliver a nice 
collection based on real-life audio clips, one minute 
at a time. 
“|just love hearing people tell stories,” says the 42-year-old Portland, Oregon, native 
who moved to New York City with his wife last year to explore new opportunities. “I'm 
used to working with a daily deadline.” 


= . — 


Stefan Nadelman 
Animator, Curious Pictures 








tefan Nadelman’s decision to switch careers from graphic design to animation 
was, In retrospect, a no-brainer. 

“Animation was a lot more rewarding and sexy than web banners,” says the 33- 
year-old Brooklyn-based animator. That decision led to the creation of award-winning 
shorts such as Latin Alive and Terminal Bar, as well as a successful career creating 
commercials and promotions. A fan from his childhood of Mad Magazine, the Sunday 
funnies and toons such as G.I. Joe, He-Man and Tom & Jerry, he worked as a graphic 
designer after graduating from lowa State University in 1994, and then learned to use 
Flash to work for web clients. 

RESFEST, the traveling film and multimedia festival, was what inspired Nadelman to 
make his first animated short. He explains, “It was a good goal because | knew | could 
do tt and submit tt to RESFEST.” That film, Latin Alive, made the Best of RESFEST 2001 
DVD. His second film, 2003’s Terminal Bar, won RESFEST’s Audience Choice Award and 
was accepted at Sundance, where it won the jury prize for short film. 

At the event, Nadelman’s short caught the attention of VH1 producer Matt 
Hanna, who offered him graphic jobs for shows such as Fabulous Life and Ego Trip’s 
Race-O-Rama. HBO also hired him to create promos for The Sopranos and Six Feet 
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When 525 folded, Funston went to Radium and 
continued to work on Smallville while also picking 
up effects work on Buffy and Angel. “Those shows 
call for all kinds of little effects from particle 
effects to digital animation,’ he says. Soon after, 
Funston joined Zoic, which was formed by former 
Radium folks and has of late been working mostly 
on commercials. He says he’s especially happy with 
a just-finished all-CG spot for Lexus in which the 
camera flies through the company’s new hybrid, showing how the technology works. 

“We met the creative director, and he told us the story they wanted to tell and | sat 
down and said, This would be cool’ and worked out a storyboard,” he says. “It turned out pretty 
nice, very much like | wanted it to and they loved it. They wanted almost no changes on it, 
which rarely happens.’ Funston says he wants to continue to develop the skills that have 
brought him this far and is always looking for ways to be both efficient and creative. He adds, 
‘| want to do work that evokes an emotional response from people.” 





—Thomas J. McLean 


Bateman, who has fond memories of watching Schoolhouse Rock and Hong Kong 
Phooey as a kid, says he was drawing on walls at an early age. After getting his degree 
in psychology from the University of Puget Sound, he found himself taking animation 
classes, and with the easy availability of affordable software, decided to try his hand on 
Flash-based projects. “After a while, creating animation for corporate types was a bit of — 
a drag,” he explains. “That’s when | decided to do animation that was fun for me.” 

So now that he’s only got a couple of months to go, has he learned any valuable 
lessons from his year of daily tooning? “Well, some days are easier than others!” he 
laughs. “Sometimes you have a lot of ideas and everything moves quickly ... and, then 
there are days when It’s really difficult to get going. But | love doing it. The shorts let me 
play Mystery Science Theater with people's stories: | can add visual commentaries to 
the story and be a smart-ass each and every day.” 

—Ramin Zahed — 


Under, while at the same time, he continued 
to work on his own shorts, including One Step 
Ahead, which was commissioned by Nike. After 
a RESFEST showcase event, he decided to hang 
his hat with Richard Winkler and his New York 
studio Curious Pictures. 

The animator, who works from his home in 
Brooklyn on his G5 using After Effects, Photoshop 
andlllustrator, is currently working onacommercial 
for the Scion XA and a short film for the 1oth 
anniversary of RESFEST, called Food Fight. “It’s 
about war, WWII to present day, using food from 
the representative countries,” he says. “It’s basically food fighting each other.” 

Nadelman says the idea of working on a feature-length project is tempting, but he 
feels like he’s not ready for it yet. “Shorts are perfect for me for now,’ he says. “What | 
need to say can be accomplished in short form.” 





—Thomas J. McLean 
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Glen McIntosh 
Animation Director, Eragon 


n the past ten years, Glen Mcintosh has worked as a character 
animator and lead animator on an astounding list of animated and 
vfx-laden projects, including Anastasia, Star Wars: Episode |, Il and Ill, 
Jurassic Park Ill, Deep Blue Sea, Hulk and The Day After Tomorrow. So 
why is he one of our “rising stars”? That’s because Mcintosh is lead- 
ing the animation team at ILM to create over 320 shots for one of the 
most-anticipated fantasies of the holiday season, Eragon. Based on 
the best-selling book by young author Christopher Paolini, the movie 
features Saphira, a beautiful CG-animated dragon. “She is a majestic 
and elegant creature of fantasy, but we had to create anchor points 
in real animals like lions, dogs and eagles,” says the Calgary-born art- 
ist, whose roots go back to hand-drawn animation. 

Mcintosh studied the essentials of film theory at the University 
of Calgary, but it was through summer programs at Sheridan College 
where he fine-tuned his love for animation. After successful stints as 
an animator at Don Bluth’s Studio in Ireland and Phoenix, he switched 
gears from 2D to CG animation at ILM, where he got the chance to 
work with some of his heroes, including George Lucas, Steven Spiel- 
berg and Ang Lee. 

“| knew that Eragon was a great fit because | love animating drag- 
ons, dinosaurs, aliens and creatures,” says Mcintosh. “We're creating 
a character that’s unique and never been done before. We learn from 
each project and take inspiration from all the benchmark CG-ani- 


Jennifer Shiman 


mated characters 
of recent years— 
Yoda, Gollum, King 
Kong and Aslan in 
Narnia.” 

Although his CG 
Skills played a big 
role in furthering 
his career, Mclin- 
tosh also stresses 
the importance of animation fundamentals. “You don’t just want to 
be trained on computers because drawing and study of film teaches 
you aesthetics and composition, and figure drawing helps you visual- 
ize character poses.” 

Besides spending “half his salary” on his prized Lord of the Rings 
Sideshow Collectibles, McIntosh says he takes great pleasure in see- 
ing the accomplishments of his fellow vfx artists all over the world. 
“The work that we're going to see on the Davy Jones character [in PI- 
rates of the Caribbean: Dead Man’s Chest] this summer, for example, 
is quite inspiring in detail, complexity and realism. With each film, the 
level of quality keeps going up exponentially, and we all seem to be 
learning from each other.’ 





— Ramin Zahed 


Creator, Jhe jU-Second Bunnies Theatre 


B rokeback Mountain, Jaws and The Rocky Horror Picture Show may 
all be classics, but if you haven’t seen Jennifer Shiman’s hilarious 
30-second Flash-animated bunny versions, you're really missing out. In 
2004, Shiman kicked off the careers of her thespian cotton-tails with a 
30-second bunny re-enactment of The Exorcist which quickly developed 
a loyal web following. Shortly thereafter, the Starz Entertainment Group 
commissioned Freddy vs. Jason, Scream and 
The Texas Chainsaw Massacre bunny bits for 
its Hare-Raising Halloween Marathon. Shiman’s 
animated parodies were wildly popular with 
viewers and since then Starz has continued to 
commission more rabbit re-enactments (Caddy 
Shack Is up next). 

A life-long toon fan, Shiman grew up reading 
Peanuts and Family Circus collections and 
tuning in on Saturday morning TV shows. Not 
surprisingly, Bugs Bunny and Friends was her 
favorite. In college she focused on business 
and media studies, but she also took art 
classes. “My love for animation jumped to a 
whole new level when | went to my first Spike & Mike Festival in college 
and watched short films by Bill Plympton and Nick Park,” she recalls. 
Shiman also spent a number of years working as a freelance production 








assistant at Chicago’s Calabash Animation. 

In 1998 she animated her first short, discovered Flash and struck 
out on her own, starting Angry Alien Productions. “I began working with 
Flash as a cost-effective way to produce additional animated projects 
on my own,’ she notes, “as well as a means to earn income via electronic 
production and design.” 

Looks like Flash has treated Shiman and 
her bunnies well over the years: In addition to 
success on the web and the Starz’ networks, her 
camera-savvy critters have earned honors at the 
Fantasia Film Festival and Ottawa International 
Animation Festivasl and even made appearances 
on Good Morning America!. Shiman has also moved 
successfully into the licensing realm, offering 
bunny emblazoned mugs, t-shirts, baby bibs and 
even underwear to help offset web host and 
bandwidth costs. If you haven't met her cartoon 
creations, head to www.angryalien.com and 
check out the recently posted Reservoir Dogs re- 
enactment (Don’t worry, there’s a bleeped version 
available!). We're patiently awaiting the arrival of the bunnies’ E! True 
Hollywood Story. 

— Sarah Gurman 
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inning the Seamus McNally Grand Prize at the 2005 Independent Games 

Festival (IGF) was a life-changing event for Edmund McMillen, creator of the 
popular Flash-based game, Gish. In addition to proposing to his girlfriend on stage 
during his acceptance speech, Edmund felt as if he scored a win for the little guys 
since his team had previously been shut out by larger teams with bigger budgets. 
Shortly after the win, though, Chronic Logic LLC disbanded, and rights disputes led to 
the loss of mainstream publishing deals for Gish, which retains its underground charm. 


“When | started making Flash games online, there really wasn’t any respect from the game 
development community at all’ McMillen recalls. “Flash was considered a joke to many professional 
programmers and designers and really wasn't looked at as marketable, mostly because everyone 
seemed to be giving it away for free. Since then, alot has changed. There are console games being 


made in Flash and a lot of animators are using Flash for sprite animation.’ 


At atime when a lot of the innovation in gaming seems to be coming from the indies, artists like 


ike most animators, Nelvana’s Greg Collinson has a backstock of ideas 

that may never see the light of day. Unlike most toon professionals, the 
designer's ideas so impressed the Toronto-based animation studio that they 
turned it into a full-fledged series, the boys’ actioner Di-Gata Defenders. 

“Creatively, it doesn’t get any better than this because | feel 'm involved all the 
way from conception to completion,” says Collinson. 

Collinson’s always had a taste for immersive boys’ action stories. As a kid In 
Hamilton, Ontario, he read X-Men comics and watched anime shows such as 
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help but feel like we did something right with Gish, and maybe changed what 
the mainstream saw as successful,” he remarks. “Personally, | think it will be the 
independent game development communities that will change the way we play 
games in the future; that is if we all don't sell out.” 

Gish co-creator and designer Alex Austin recently founded Cryptic Sea and is 
_ working with McMillen on two new games—a Gish “spiritual successor” titled The Book of Knots 
anda yet untitled physics-based puzzle game that casts the player as a crazed gold miner and 


features a lot of Ren and Stimpy-inspired animation. McMillen is also completing a side project — 


he’s been working on for four years. The Badlands is based on all the games he created with 
Caulder Bradford under Diverge Creations. He hopes to have it ready for next year’s IGF. For more 
information, see www.crypticsea.com and www.coldstoragedesigns.com. 








—Ryan Ball 


Robotech, Force Five and G-Force. 
Today, he still plays video games and fr 
iS a self-described nut for the tabletop Fy 
war game Warhammer. : 

When Collinson went to Sheridan 
College after a year of fine arts 
education, he chose the illustration 
program because he thought the 
animation work “looked silly.” But after taking a 
closer look, he changed his mind. “There was a lot 
of focus on story and character,’ he says. “That's 
ultimately what drew me towards animation.” 

Wanting to stay in Canada, Collinson landed a job 
with Nelvana and started out as a prop designer and 
Clean-up artist on Flying Rhino Junior High, moving 
up location design and concept work on shows such 
as Rescue Heroes, Maggie and the Ferocious Beast, 
Braceface and Jacob Two-Two. 

It was during one of the company’s “pitch your 
ideas” events that Collinson came up with Di-Gata, 
a quest-like story about youngsters who must 
protect the world from the Megaliths imprisoned In 
four magic stones. Working with writer Ken Cuperus, 
Collinson’s duties include working with the directors, 
developing stories and working on storyboards. The 
show Is set to debut in the fall on Canada’s Teletoon 
channel. 

Di-Gata reflects the 33-year-old animator’s 
affection for the complex, immersive stories he has 
always admired. “The most interesting story you 
can tell with a science fiction or fantasy story Is the 
human stories, the personal stories that are told 
against the backdrop,” he says. 

That makes TV animation the perfect medium for 
Collinson, “TV has a certain leg up on features. We 
have 26 episodes of Di-Gata. That gives you a lot of 
time to tell stories,” he says. 





—Thomas J. McLean 
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John Knoll | BA University of Southern California | Visual 
Effects Supervisor, Industrial Light & Magic, San Francisco, 
California | Co-creator Photoshop | 20-year SIGGRAPH 
attendee 


2 days of real-world, real-time 
graphic, interactive twingularity 


The only conference and exhibition in the world that twingles everybody in computer graphics and 
interactive techniques for one deeply intriguing and seriously rewarding week. In Boston, where thousands 
of interdisciplinary superstars find the products and concepts they need to create opportunities and solve 
problems. Interact with to discover a selection of 
registration options that deliver a very attractive return on investment. 








) SIGGRAPH2006 





Conference 30 July - 3 August 2006 Exhibition 1 - 3 August 2006 Boston Convention & Exhibition Center 
Boston, Massachusetts USA 
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Head in the Clouds 


The latest project of Canada’s g Story 
Entertainment, Skyland, is about to make the 
world’s imagination soar. 


mall studios come and go, as 
we're all well aware. However, one 
recent success story of the indus- 
try Is g Story Entertainment. Founded four 
years ago by Vince Commisso and Steven 
Jarosz, 9 Story may be Canada’s fast- 
est-growing hub of new animation, with 
a roster meriting a raise of the eyebrow. 
Its Emmy-award winning Peep and the Big 
Wide World, produced with WGBH Boston, 
has gained international recognition and 
critical acclaim in children’s television, 
and its various nominations and acco- 
lades are on the rise with programs and 
specials like Best Ec and If the World Were 
a Village. The latter, a short piece empha- 
sizing international empathy in a global 
community, is one of the most inspiring 
and mobilizing children’s pieces that has 
come along in quite a while. 

“Our focus iS on producing good pro- 
gramming, with well-written stories and 
characters young audiences will invest 
in,” says Commisso, between phone calls 
from his home base in Toronto. Commisso, 
producer of the projects that come out of 
g Story Entertainment, is constantly in 
communication with producers and dis- 
tributors all over the world. France and 
Canada’s good international relations, for 
instance, have resulted in a treaty co-pro- 
duction between g Story in Toronto and 
Method Films in Paris. And with interna- 
tional distributors, Commisso has been 
able to put out various projects across 
Europe, Latin America, Australia and Asia. 

In fact, tt was with the help of India’s 
animation house DQ Entertainment Lim- 
ited that 9 Story’s latest creative ven- 
ture, Skyland, was able to take off. Co- 
produced by g Story and Method, Skyland 
is bound to impress its audience with Its 
film-quality production standards. Using 
the combination of enchanting dreams- 
Cape backgrounds painted by director/ 
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by Jake Friedman 


show creator Emmanuel Gorin- 
stein and CG motion capture 
over special sci-fi effects, Sky- 
land appears less like a regu- 
lar television show and more 
like something that should be 
on the big screen. “Emmanuel 
created these amazing land- 
scapes over at Method Films. 
When | saw these images, | 
knew | wanted to be part of the 
project.” 

The project itself is the epic 
science-fiction story that fol- 
lows the adventures of two renegade 
children gifted with special powers. Based 
two hundred years in the future, the earth 
is broken up into millions of floating Is- 
lands reminiscent of Gulliver's island of 
Laputa as described by Jonathan Swift. A 
tyrannical empire known as The Sphere 
oppresses the population for the sake of 
their most valuable commodity: water. 
When The Sphere discovers that teenager 
Mahad’s little sister Lena possess incred- 
ible energy-harnessing superpowers, the 
kids flee their home and are forced to join 
a troupe of rebels bent on bringing down 
the rule of oppression. 

“The personalities of the characters 
are really what drive the story,’ says 
Commisso. “For instance, the main male 
character, the 16-year-old, has to grow 
up from being a boy and has to learn how 
to become a hero, all in the course of the 
story. Above all else, we want the audi- 
ence to believe in the characters, and we 
try to make that happen by treating them 
with integrity.” 

Commisso estimates that across India, 
France and Canada, Skyland has been 
employing between 500 and 600 people 
since the start of production. “The idea 
was pitched in 2002. We reached a point 
where we had the means to use motion 
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capture. If someone pitched the idea of 


mo-cap like this in 1998, it would have 
been an impossibility.” Skyland utilizes 
several types of high-end software, like 
Photoshop, Maya, RenderMan, Motion- 
Builder and Shake for compositing. While 
g Story Is well-versed in the merits of 2D 
animation for its other projects, Com- 
misso stands behind the creative choice 
of implementing CG. “Many studios out 
there might use CG because It’s flashy or 
because It might be the hot thing right 
now. We chose to use It because It was 
the best tool to tell the story we wanted 
to tell. There really is no better way to get 
this idea across.” That idea has captured 
the interest of more than a half-dozen 
broadcasters around the world. What did 
Commisso have to say about the next 
big thing for g Story Entertainment and 
Skyland? “We're premiering all across 
the world, from Israel to Norway. We're 
reaching to broadcasters in Europe and 
the Americas. For a brand new show, it’s 
exciting to see it reach such a wide audi- 
ence.’ i 

Jake Friedman in a New York-based jour- 
nalist and animator. Visit his website at 
www.jakefriednman.net. 


Skyland airs Saturdays and Sundays on 


Teletoon at 7:30 p.m. 
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He’s Still Mickey from 


the Disney Block 


The mouse has gone CG and interactive, but the creators 
of Disney Channel’s Mickey Mouse Clubhouse say they’ve 
stayed true to the spirit of the beloved character. 


hen Ub Iwerks and Walt craft- 

ed Mickey Mouse in 1928, they 

could hardly have predicted 
the timeless impact of their creation. 
Not only have the black ears and white 
gloves gained worldwide notoriety as a 
symbol of good will and the spirit of the 
Walt Disney Company, Mickey has even 
been given his own star on the Holly- 
wood Walk of Fame and immortalized by 
Andy Warhol. 

Still, when the team behind the new 
Playhouse Disney series Mickey Mouse 
Clubhouse began doing research for 
this new incarnation of Mickey, they 
were surprised to find that the tiniest of 
tots were quite familiar with the charm- 
ing mouse. “It’s amazing, we were actu- 
ally surprised that there’s a huge aware- 
ness of Mickey at a really early age even 
though he hasn't been really exposed on 
television or videos that much to that 
age group,” notes Mickey Mouse Club- 
house exec producer Bobs Gannaway 
(Disney’s Mickey MouseWorks, House of 
Mouse, The Emperor’s New School). 

The idea of bringing Mickey Mouse to 
preschoolers first bubbled up while the 
Playhouse Disney producers were look- 
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ing for a host for a new two- to five-year- 
old targeted learning series. “We knew 
that the shows that have worked best 
with young kids are interactive ones, 
where the audience feels like they’re 
playing along as opposed to just sitting 
back and watching,” explains Disney 
Channel SVP of original programming 
Nancy Kanter. “It’s always been Mickey’s 
way to connect one-on-one with kids, 
whether it’s at the Disney theme parks 
or on video, so he Is the perfect charac- 
ter to further develop a close relation- 
ship with kids in a preschool learning 
environment.” 

Of course, Mickey’s character had to 
evolve to work with the property’s inter- 
active format and modern preschool au- 
dience. Whenever an evergreen charac- 
ter like Mickey gets a new facelift, fans 
can only hold their breath and hope that 
the latest version will be faithful to the 
spirit of the original character. Luckily, 
mouseketeers could rest a little eas- 
ler knowing that Gannaway, a Mickey 
maestro with a glowing track record, 
was helming the project. 

Mickey’s new look in Mickey Mouse 
Clubhouse will probably be the first thing 
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noticed by older fans. Though Disney has 
done the mouse in 3D before (The tradi- 
tionally 2D character took on the new 
medium in the popular direct-to-DVD re- 
lease Mickey’s Twice Upon a Christmas.), 
this is Mickey’s first regular CG series. 
“It was there from the beginning to do 
Mickey as a computer-animated charac- 
ter,” Gannaway notes. “I think a lot of it 
has to do with what the audience is see- 
ing now. They’ve seen a lot of computer 
animation from all different videos, and 
it seemed only a natural evolution to 
bring Mickey into that genre.” 

Gannaway and his creative team 
took special care to make Mickey and 
co. (That’s right, Minnie, Daisy, Donald, 
Goofy and Pluto are back for some club- 
house action!) make the 3D transition 
smoothly, referring to 1940s drawings 
during production in an effort to pre- 
serve the vision of the characters’ cre- 
ators. Of course, the Disney team ran 
into some obstacles building the club- 
house crew as 3D rigs. Gannaway points 
to Minnie’s shoes as 
one of the more 
amusing — and 
difficult issues 
they —encoun- 
tered. “They’re 
huge. Enormous,” 
he says. “And when 
you're doing 2D and 
Minnie’s walking by, 
it’s flat so 
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4 you can cheat...[But] 
when we were work- 
ing on her walk cycle, 
she had to really fling 
her legs out in sort of 
a very artificial, dis- 
turbing way in order 
to clear her shoes.” 
Mickey’s ears also 
proved a formidable 
3D task because 
traditionally they are 
perfectly round no 
matter which way he 
turns his head, and 
the team wanted 
to respect that flat 
design in CG. “What we did to stay true 
to Mickey’s profile was build a rig that 
would allow the ears to roll around like 
two balls,” Gannaway explains, “This way, 
as Mickey’s speaking to you, looking di- 
rectly at the camera or then turning to 
Goofy or turning the other way to Minnie, 
as he turns his head, his ears actually roll 
around so that his profile’s always accu- 
rate.” In addition to preserving Mickey’s 
2D profile, Gannaway decided to light 
the show brightly (though he didn’t go 
So far as to toon shade) to help main- 
tain a certain flat element and keep 
the characters looking familiar. 
Beyond the striking visuals, 
Mickey Mouse Clubhouse brings a 
new dimension to the relationship 
between the viewers and these on- 
screen characters with Mickey and the 
Sensational Six directly addressing their 
preschool audience during the show. 
As producer/story editor Leslie Valdez 
(Dora the Explorer, The Backyardigans) 
notes, “Mickey and those 
antl characters have never 
been in an interactive show 
so that was a challenge in 
and of itself, trying to figure out 
how to mold Mickey’s vernacular 
into an interactive give and take 
with the audience.” 
Valdez and the rest of the cre- 
ative team managed to adapt 
Mickey to the format so he would ad- 
dress the preschoolers as friends, never 
talking down to them. Each episode of 
Mickey Mouse Clubhouse begins as 
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the mouse host extraordinaire invites 
his friends to join him in calling out the 
magic phrase “Meeska, Mooska, Mickey 
Mouse,” which triggers the appearance 
of the tricked out Mickey-inspired club- 
house. Then some sort of problem or 
challenge arises for the Disney crew to 
resolve with the help of viewers, who 
are expected to pick up math skills 
along the way. 

And of course in these device-driven 
times we're living in, even preschoolers 
are technologically saavy so in addition 
to the shape-shifting clubhouse, The 
Mickey Mouse Clubhouse team has the 
retro-futuristic Mousekedoer computer, 
an array of Mouseketools and the por- 
table Toodles device at its disposal to 
help get organized and prepared to 
tackle the daily task. 

Along with Gannaway and Valdez, 
award-winning directors Robert LaDuca 
(Lilo & Stitch: The Series, Jimmy Neu- 
tron, Boy Genius) and Sherie E. Pollack 
(Dora the Explorer, The Simpsons) also 
bring their talents to the show. Among 
the Disney vets on board for vocal du- 
ties are Wayne Allwine as Mickey, Russi 
Taylor as Minnie, Tony Anselmo as Don- 
ald (He mastered the voice with the 
help of the original, Clarence “Ducky” 
Nash, and has been Disney’s resident 
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Donald since 1987.), Bill Farmer as 
Goofy and Pluto and Tress MacNellle as 
Daisy and Chip & Dale. (Yes, even the 
Rescue Rangers make some fun ap- 
pearances.) Look for cameos from oth- 
er Disney animated bigwigs like Profes- 
sor Von Drake, Clarabelle Cow, Pete the 
Cat, Willie the Giant and Figaro. Also, 
keep your ears peeled for the catchy 
theme song and the show-closing “Hot 
Dog!” ditty courtesy of the band, They 
Might Be Giants. 

Interestingly, in the midst of the 
music and classic characters, for Gan- 
naway, It’s the clubhouse that holds 
the appeal. “I’m really excited about the 
show because | really feel like it’s got a 
lot of my own personality in It, in addi- 
tion to staying true to all of the charac- 
ters,” he notes. “The environment itself, 
the place the show takes place in, Mick- 
ey Mouse’ clubhouse Is something that 
| feel really close to because | just really 
wanted to make sure that this was a 
magic, fun, cool place that you want to 
go spend time in.” See you there! & 
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Objects of 
Our Affection 


hristmas Is almost seven months away, but many of us toonheads 
already know what we want Santa to bring us. Yes, we’re all drooling 
over the new line of McFarlane Toys’ Hanna-Barbera 
figures which will officially hit the market 
in July. The first wave of the replicas 
feature two Fred Flintstone items (riding 
a chopper and a cruiser deluxe boxed set), 
Hong Kong Phooey in his trademark attack 
pose, Quick Draw McGraw as alter ego El Kabong, 
and two sets of the Tom & Jerry cat-and-mouse 
team in a rock and roll pose, and in a classic 
“No Trespassing” scene. Each collectible costs 
about $27.99, but if you’re under their spell, you 
can pick up all six for $149. 

Simpsons fans can pick up the brilliant “Ironic Punishment” boxed set, 
which has the devil force-feeding Homer donuts in hell (priced at $25.99). " 
Based on the Treehouse of Horror IV segment called “The Devil and Homer [ 
Simpson,’ this one measures 7”X 6”XQ” and has a moving crank that feeds 
the sugary treats straight into Homer’s mouth. What a glorious, twisted way 
to celebrate the partnership between Matt Groening and Todd McFarlane. 
(Both collectible series are available at www.entertainmentearth.com.) 
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LICENSING 








We hear that many X-Men purists are having major qualms about director 
Brett Ratner’s summer pic about the durable Marvel team of misfits. Many are 
wishing that Bryan Singer was back behind the cameras for the third outing. 
No matter how everyone feels about X-Men: The Last Stand, we're happy that 
Toy Biz is releasing a new set of action figures based on our favorite heroes. 
You should be able to get your hands on the 
Series One line (including Stealth Wolverine, 
Ninja Strike Wolverine, Ruby Quartz Armor 
Cyclops, Stealth Beast, Magneto, Gambit, 
_ Archangel and Storm) in May. Why risk the 
vagaries of the film industry when you can 
shoot your own stop-motion adventure with 
these ultra-cool action figures? And if you 
really want to plunge into the superhero 
world, pick up Playmates Toys’ Marvel Heroes 
Battle Dice Game, featuring collectible mini- 
figures for the X-Men as well as Spider-Man, 
the Fantastic Four and other power-wielding 
heroes and villains. Rule the universe Marvel 
style with a roll of the dice! 
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Licking the Mouse 
The U.S. Postal Service and the Mouse House are 
continuing their love affair 
this month by unveiling a 
new collection of stamp 
panes honoring classic 
Disney characters for the 
third year in a row. The 
four new 39-cent stamps 
feature romantic partners 
Cinderella and _ Prince 
Charming, Cinderella and 
Prince Charming; Beauty 
| =: and the Beast; Lady and 
terserserteccsersesoreeres Tramp: and, Of COUrse, 
Mickey and Minnie Mouse. They’re a couple of 
months too late for Valentine’s Day cards, but 
these babies would look really good on Mother's 
Day missives. To order, visit www.uSsps.com. 


Put SpongeBob on the 
Phone! 
Now that Nick Mobile Online is available on 
Sprint multimedia phones, 
many of the cabler’s cool 
_, toons are ready for their 
mini-screen debut. That 
means we're soon going 
to see toddlers blissing out 
= gm )) on Dora the Explorer and 
: Wonder Pets on mommy's 
cell phones. Parents can get 
some peace in the car as older 
kids watch SpongeBob SquarePants, 
Avatar and Catscratch. We don’t even want 
to Know what happens when you get your phone 
bill at the end of the month! 
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Floating Friends 
We love all the fun tie-in toys Wild Planet has 
lined up for DreamWorks’ Over the Hedge this 
month, but besides the fun talking plush dolls 
and figure packs, we were mightily 
impressed with their Aquapets. 

The attention-grabbing playthings 

feature the pic’s three top critters— 

Verne, R.J. and Hammy—floating in 

water and allow you to interact 
with the buoyant wonders. 
When was the last time $12.95 
bought you so much fun? You 
can visit www.wildplanet.com 
to get your hands on the new toys. 
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Animation 
the true form 


of hands-on filmmaking, 
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ACADEMY of ART UNIVERSITY 


FOUNDED IN SAN FRANCISCO 1939 
BY ARTISTS FOR ARTISTS 


1.800.544.ARTS/WWW.ACADEMYART.EDU 
REGISTER NOW FOR SUMMER-CLASSES START JUNE 19 


79 New Montgomery St., San Francisco, CA 94105 
80% of our praduates are working in the art and design industry 
Nationally Accredited by ACTCS, NASAD, Council for Interior Design Accreditation 

(formerly FIDER) (BFA-IAD), NAAB - Candidate Status (M-ARCH) 
Online Studies Available 
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Waves 


How Boyd Shermis and his vfx team created a CG tempest in 
a teapot for Wolfgang Petersen’s new take on The Poseidon 


idnight, New Year’s Eve: A mas- 
Sive tidal wave smashes into a 
luxury liner, upending It. A small 
group of survivors desperately seek a 
way out through the topsy-turvy bowels 
of the ship. 

Beyond that fundamental plotline, 
Wolfgang Petersen’s remake of Irwin Al- 
len’s uber-disaster flick, The Poseidon Aa- 
venture (circa 1972) follows some unique 
currents of its own—not to mention the 
absence of the late, great Shelley Win- 
ters. “It takes on a modern twist, mod- 
ern sensibilities and certainly a modern 
technology, in terms of both the ship and 
the visual effects,” promises Poseidon’s 
overall visual effects supervisor, Boyd 
Shermis, whose amazing list of credits in- 
cludes Speed, Batman Forever, Face/Off 
and next month’s Superman Returns. 

Indeed, the original used the venerable 
Queen Mary; the remake takes Its design 
inspiration from the modern superliner, 
the Queen Mary Il. The original relied on 
a miniature ship and scaled water; the 
remake’s visuals are almost entirely digi- 
tal, which demanded an effects tsunami 
in the approach to oceanic phenomena. 

Shermis went to ILM, but even the stel- 
lar track record of the vfx house with 
State-of-the-art waters in Pearl Harbor 
and Petersen’s own The Perfect Storm 
was no match for the director's latest vi- 
sion. “Wolfgang gave me three directives,” 
Shermis recalls. “It had to ‘outstorm’ The 
Perfect Storm, it had to out-Titanic Titan- 
ic, and, thirdly, it had to be photo-f***ing- 
real. It’s obviously quite a tall order. Both 
of those prior films set certain standards, 
which today might not look so terribly dif- 
ficult, but water Is still one of the hardest 
things to make look right and to get to do 
what you want It to do.” 

Unlike Titanic, which was accom- 
plished with miniatures and digital water, 
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Adventure. by Ron Magid 


Poseidon’s fx were always going to be CG. 
“With all due respect, | wasn’t a big fan of 
Titanic’s miniature work, and | didn’t want 
Poseidonto suffer the same scaling water 
problems,” Shermis says. “You can cheat 
miniature water as far as one-fifth scale 
and make It work, but when you consider 
that our ship Is nearly 1,200 feet long, 
one-fifth scale Is still a couple-hundred- 


foot-long miniature—that’s a huge boat! 
On top of that, it’s got to be completely 
interactive with all this water, which just 
couldn’t happen with a miniature.” 

Problems arose from the very first 
shot, a three-minute flyover around the 
Poseidon at sea. “It’s one incredibly diffi- 
cult, 4,390-frames-long shot,” says ILM’s 
visual effects supervisor, Kim Libreri (the 
Matrix trilogy). “Every single detail of this 
1,200-foot ocean liner was completely 
computer generated, from deckchairs, 
to tables, to bars, to flags, to waiters, 
everything except the little greenscreen 
elements, plus a completely computer- 
generated ocean.” 

“It’s definitely the most detailed model 
that ILM ever rendered,” affirms associate 
visual effects supervisor Mohen Leo (The 
Perfect Storm's vfx technical director). 
“There’s over 6,500 individual set pieces 
on the ship and over 180,000 pieces of 
geometry that were rendered.” 

In fact, the Poseidon Is one of the big- 
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gest computer graphics renderings of all 
time—out of necessity. “It had to interact 
in a fully three-dimensional fashion in the 
volume of water,” Shermis explains. “Ours 
needed something a little more spectacu- 
lar than Titanic, both from a dramatic and 
a raising-the-bar point of view. Theirs just 
broke up and sank; ours had to be hit by 
the wave, completely enveloped and 
turned over, and when tt rolled back out 
of the ocean, water's got to come pouring 
off of it. So the team at ILM had to rewrite 
all of their water technology, which in Per- 
fect Storm was fundamentally a 2D sur- 
face tension with some very slick texture 
mapping and particle work, and the boat 
just fundamentally sat on the surface or 
would sink below and come back up.” 
Rather than relying on that earlier fluid 
dynamics technology, Poseidon dove 
right into a huge R&D experiment in total 
immersive simulations thanks to an un- 
holy alliance between ILM and Stanford 
University. “Professor Ron Fedkiw and a 
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team of students worked very closely 
with us for weeks on end, trying to break 
the barrier with dynamics,” Libreri recalls. 
“There was a time just before Christmas 
where we were not getting the resolution 
we needed to tell our story of massive 
ocean waves hitting the liner, but Ron’s 
team worked out a way.” 

Libreri is quick to point out that all 


the dedication and patience finally paid 
off. “The proper dynamics were compu- 
tationally heavy, and it’s a sequential 
providence, which meant we had to start 
with the first frame, solve that, then go 
to the second frame, solve that, etc.” He 
adds, “So we'd start at the beginning and 
go to the end, and even though we have 
machines with eight or 16 GB of ram, it 
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would still take a week to turn around a 
single simulation. We ended up doing par- 
allel fluid simulation, which sounds geeky 
but just means that the problem could 
be spread across many computers. The 
pipeline is a story In itself—it was really 
on the edge of computer science. People 
are astounded by the visual resources of 
the show because we are trying to simu- 


late the biggest wave ever for any motion 
picture.” 

“This was really the first time we’ve 
been able to simulate a whole volume 
of water that can collide with an object, 
splash apart and move around the object 
In a complex manner with internal swirl- 
ing,” Leo adds. “It’s a huge leap forward 
not just from The Perfect Storm, but 
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even from what we could do a year ago. 
We created breaking waves, which was 
the holy grail of fluid simulation.” 

Except a single simulation wouldn't 
get Shermis, Libreri and company all the 
way through a sequence as complex as 
the 30 shots needed for the killer wave 
to upend the Poseidon. Each of those 
cuts demanded its own simulation, which 
can take half a Gigabyte and need to go 
through many iterations before they’re 
ready for their close-up. “It’s about as 
predictable as a 100 million gallon dump 
tank,” Libreri grins. “You wouldn’t want 
to bet your money on exactly where it’s 
going to go in the real world. One of our 
biggest issues Is that It’s a movie, So our 
wave Is unfeasibly big and hangs around 
for a long time. Real water just wouldn't 
sustain Itself like this does. It’s meant to 
be 180-feet high, but in some shots we 
have to crank it up to 4oo-feet so It looks 
feasible on the screen. Keeping it up 
there so It doesn’t just collapse on Itself 
and become a rip curl Is a physics-defy- 
ing feat, and sometimes we switched the 
physics off or ran the simulation upside 
down to make It look cool on screen.” & 
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Tech Reviews 





utodesk’s new MotionBuilder 7.5 
A: the first software release since 
the company com- 

pleted the acquisition of 
Alias last January. Not a 
general 3D program that 
handles modeling, dynam- 
ics, animation or texturing, 
this substantial program is 
for character animation— 
period. 

And because the product’s 
objective is clear, there is 
focus on tools which ad- 
dress the specific problems 
encountered by character 
animators and riggers. 

In general, the advanced 
toolset consists of rapid 
skeleton creation for bipeds 
and quadrapeds, support 
for inverted joints for characters like 
birds and dogs, as well as animation 
mapping skeletons brought in from 3D 
programs that support the FBX format. 
Wide motion-capture support is well in- 
tegrated and substantial retargeting 
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between complex characters is made 
easier and more automatic. 

The MotionBuilder solver is a hybrid 
Forward and Inverse Kinematic system, 
SO you Can animate in both modes at 
the same time. 
If you are ani- 
mating the hand 
with IK, the rest 
of the arm fol- 
lows and tries to 
resolve the posi- 
tion, extending 
the end effector 
beyond the 
reach of the 
character which 
causes the arm 
to straighten as 
it tries to reach 
the goal. If you 
pull the effector 
beyond the 
character’s 
reach with the body solver on, the entire 
biped skeleton will adjust the spine, hips 
and legs as well. This gives a lot of con- 
trol for rapidly setting up performances 
because there is no need to manually 
adjust each body part. 
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by Todd 
Sheridan 
Perry 





An advancement in 7.5 takes the 
functionality of the built in skeleton 
structure and propagates it to charac- 
ter extensions, which are items not nat- 
urally found on a human—wings, talls, 
antennae, guns, etc. In previous ver- 
sions, extensions were not taken into 
consideration. Now, all the control and 
flexibility available to the root skeleton 
can be applied to the extensions, includ- 
ing saving out poses for easy retrieval 
of often used positions of both the full 
body and the individual body parts. 

The most impressive addition, in my 
mind, is called Double Solving. The func- 
tion is used when you have a situation 
where two characters are dependent on 
one other—fighting, dancing, shaking 
hands. The problem with this situation is 
that a dependency loop is created. One 
character is moving one way, pulling the 
other character, but the other character 
is being affected by the first—so where 
does the solver begin? Without getting 
too far into It, MotionBuilder uses this 
Double Solving to place a buffer be- 
tween the interdependent characters, 
allowing for the animation to be calcu- 
lated correctly—and it does the job 
quite speedily. 

Overall, Motion Builder contributes a 
Significant number of character anima- 
tion tools which allow a small animation 
crew to create large amounts of charac- 
ter animation. It may seem a bit expen- 
sive (around $4,200 node-locked or 
$4,800 floating) considering that a great 
deal of the animation can be done in the 
3D program of choice. But these days it 
doesn’t come down to what can be ac- 
complished anymore—it’s all about how 
efficiently the job can be accomplished. 
| believe, from what I’ve seen, that the 
tools can greatly increase the efficiency 
of any character animation pipeline. 
Web address: www.autodesk.com 
Price: $4,195 (node-locked); $4,795 
(floating) 
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ince I've been around for a while, I’ve 
SG grown up with Adobe products. I’ve 

watched After Effects migrate from 
CoSa. I've seen Illustrator absorb and 
supplant Freehand. And I’ve witnessed 
Photoshop mature from the most 
sophisticated paint program on any 
platform to ... the most sophisticated paint 
program on any platform. This time around, 
Adobe has made the wisest maneuver 
since purchasing Macromedia. They have 
taken all of their premiere products and 
bundled them into a package that provides 








the professional media artist all the tools 
necessary to create literally anything that 
may pop into his mind. 

Now, you may say “Hey, don’t a lot of 
companies do that?” And Id 


reply, “Yes, they do.” 
However, Adobe took 
the next step. They 
not only put all of the 
manuals into the 
same attractive box 
set, they have 
revamped the 
interfaces of the 
software so that they 
resemble one another 
and function much in 
the same way, which 

effectively lowers the slope of the learning 
curve. They’ve also taught the software to 
speak to each other so that After Effects 
compositions can live inside of a Premiere 
edit, for example, without pre-rendering. 
Imagine a world, if you will, where an editor 
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is moseying through his edit, adjusting in 
and out points and other editorial chores. 
Meanwhile, a compositor is choking a 
matte in his composite. The Premiere edit 
reads the composite as a fille, and so it will 
update without the editor needing to 
resort to human interaction and ask the 
compositor If he is done. 

This kind of cross-program interactivity 
is bolstered by Adobe Bridge, a robust file 
management system and browser. Through 
Bridge, you can first and foremost browse 
through image files on your system with 
thumbnails generated for each. Not such a 
big deal, you might think. But, you can also 
read and generate metadata in the files 
created through XMP. 
Much like the data found 
in MP3 files such as art- 
ist, album, etc., (which 
Bridge recognizes), you 
can also store info such 
as Camera data, history 
data, user notes, ad- 
vanced technical data 
and keywords. All of 
these can be used with 
the search engine to 
make finding files quick 
and accurate. 

Bridge also gives you 
tools and functionality 
that tie the ened images into the other 
programs in the suite. Images can be sent 
to Encore as assets or menus or whatnot. 
Groups of files can be batch renamed. You 
can run Photoshop batches on groups of 
files, or open the files through 
any of the Adobe programs. It 
adds a_ great deal of 
organizational control for the 
users. My primary beef with 
it—and this opinion pertains 
to the whole suite—is that 
you should have the option to 
view sequences of files as one 
file name with a # padding 
nomenclature (filename _ 
foo.####,Jpg, for example). 

| also have to add that all of 
the software within the production suite 
has been kicked up a notch or two or three. 
This isn’t a surprise coming from Adobe, 
which seems to be pretty adept at 
maintaining its product. There is, however, 
one Premiere tool that must be mentioned. 





Production Studio Premium 


Adobe Creative Satte 
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Thanks to this new addition, users can now 
save a media file of their cut embedded 
into a PDF file for e-mailing or posting for 
clients. Clients can then make notes and 
save them back as a XFDF file. The user 
can load that file back into Premiere and 
the notes show up in the timeline in 
context. This feature alone can save users 
the cost of the production bundle in 
miscommunicated notes (or instances 
when the client comes back and says he 
never asked for the aforementioned 
change!) 

If we had more room, I’d mention all the 
goodies that this outstanding Suite has to 
offer. Just know that this product Is 
certainly worth purchasing if you don’t 
have it already—and more so, if you already 
use the tools in production and are ready 
for an upgrade. 

Website: www.adobe.com/creativesuite/ 
main.html 

Price: $1,699; Adobe Video Bundle, 
including Macromedia Flash Professional 
8 software: $2,099 
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hen | first received the Razer 
mouse to review, | thought “this 
iS amouse ... how much more ad- 


vanced can a mouse get? How much more 
productive could | possibly be with a differ- 
ent kind of mouse?” When | looked at it 
further, it dawned on me that | could be 
much more productive. 

Let’s first look at the cool factors of the 
Razer. Nice, sleek design. Long buttons 











whichrun the length of the fingers (at least 
mine). And an ultramarine blue internal light 
to illuminate the middle wheel and the 
shark-like gills running down the sides and 
the buttons on either side—yes, buttons 


continued on page 43 
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Melts in Your Eyes! 


Tippett Studio creates warm and fuzzy chocolate 
characters for Milka commercials. by Barbara Robertson 


hy is chocolate so sweet and deli- 
W cious? Because it’s made by cute 

marmots in the Austrian Alps. If 
you didn’t know that, you haven’t been 
watching the Milka spots created by Tip- 
pett Studio for Frankfurt’s Ogilvy & Mather 
and tts client, Kraft Foods. 

In a series of four 30-second spots di- 
rected by Frank Petzold, the crews at Tip- 
pett have mastered the art of chocolate 
delivery via marmot. Their marmot has 
transported the chocolate while riding on 
the back of a bear that slides down the 
mountain past a young couple on a hay- 
ride. He has flown in while hanging onto 
the feet of an eagle. He has hidden choco- 
late bunnies for Easter, and in a spot that 
will air at Christmas, placed chocolate 
Santas near a cabin door. 

“It was a lot of fun working on these 
commercials because the characters were 
so happy—happy animals creating happy 
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chocolate and finding great ways to deliv- 
er It,” says Will Groebe, lead animator. “But 
it's very difficult, technical work. They’re 
always wearing a lot of stuff—hats and 
sacks of chocolate that they’re interact- 
ing with, and they’re interacting with each 
other. It wasn’t just ‘Bang out the anima- 
tion. It was ‘Whoa! There’s a lot of stuff 
going on. Some shots have four charac- 
ters. And, they’re furred.” 

Groebe helped design the animals, 
which needed to look real but also warm, 
fuzzy and cartoony, by painting on photo- 
graphs in PhotoShop. Eyes grew bigger, 
the eagle’s serious expression changed 
into a smile, the bear’s teeth shrank and 
the marmot’s paws became hands. 

Even so, the client continued to adjust 
the balance between realism and cartoon. 
Thus, knowing that the client might ask for 
shape changes even after the models were 
built, the team decided to add controls 
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within the rigging that could 
© scale facial features and body 
parts. An animator could grow 
limbs, broaden smiles, shrink 
ears and widen eyes interac- 
tively with the director, get ap- 
proval on the look, and then 
give the other animators the 
new standard character. 
“By making It possible to do 
small adjustments in anima- 


tion land, we didn’t have to send the char- 


acters all the way back to modeling and 
re-rigging,” says character setup Jeremie 
Talbot. “The rig allowed the animators to 
jiggle the model in ways they couldn’t with 
blend shapes.” 

For the props and accessories, the mod- 
elers created separate pieces that easily 
attached to the characters because they 
incorporated the model parts. The mar- 
mot’s backpack, for example, which at- 
tached to Its spine and shoulders, had the 
marmot’s spine and shoulder modeled into 
it. The parts didn’t replace those already 
built into the character; the mirrored parts 
were constrained to the base model. “We 
had nodes in the backpack that attached 
to nodes in the character so the backpack 
would be attached directly,” says Talbot. 
“If the character moved his shoulder, the 
shoulder in the backpack would also 
move.” Similarly, when the backpack need- 
ed to move with the marmot’s hips, the 
riggers would attach it using the same 
technique. In addition, the animators could 
adjust the thickness and width of the 
backpack straps. 

The backpack wasn’t the only plug and 
play prop; the crew also created a flight 
helmet with floppy leather straps, a win- 
ter hat with earpieces, an investigator's 
cap, a scarf for the bear and pouches filled 
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with additional props: chocolate bars and 
bunnies. 

“Because we created all the props sep- 
arately, the director could say that he 
wanted more chocolate in the backpack, 
which was often the case,” says Talbot, 
“and an animator could add as much as he 
wanted.” 

Animators could render the scenes 
without fur on the animals to check the 
animation and then hand the scenes to 
TDs (technical directors) who would add 
fur and lights. “Sometimes, once we’d see 
the fur, we’d see actions we didn’t see be- 
fore,” Groebe says, “and we’d have to fix 
the animation.” 

Tippett uses the proprietary fur tool 
called Furocious. In Maya, the TDs see 
guide hairs that they shape into a hair- 
style. To control the characteristics of the 
fur—how scraggly it is, the color, how the 
colors change over the length of the fur 
and so forth—they used painted texture 
maps and parameters. As the fur tool 
runs, it applies these attributes to the 
thousands of hairs interpolated from the 
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guide hairs that coat the character. 

Lighting the fur was particularly critical 
and Tippett tested its global illumination 
(Gl) toolset for the first time on these 
characters. On location, they took brack- 
eted fisheye photographs of the environ- 
ments and used them to build high defini- 
tion range diffuse environment maps. “If a 
character is walking across a green mead- 
ow, we want the parts near the green to 
reflect the color in a broad, diffuse way,” 
says lead technical director Charles Rose. 
“Before, we did that using lights under the 
ground. We’d dial a color in and have it fall 
off as it got higher on a character. But 
those lights always come from specific 
positions and even though you may not be 
able to verbalize what looks wrong, you 
know it doesn’t look right.” With GI, the TDs 
apply diffuse light using data gathered by 
bouncing digital light rays into the entire 
environment. The lighters also used Ren- 
derMan’s deep shadows for the fur, which 
cause the light to fall off as it moves 
through the pelt. 


Calculating the specular light to high- 
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light the fur properly was a special chal- 
lenge. Too much specular and the bear 
looked oily and the marmot looked sweaty. 
“If you want characters to look warm and 
fuzzy, you need the right specular,” says 
Rose. “It’s not hard to know where to place 
lights to get highlights on a hard shiny sur- 
face, but because fur is just curves that 
simulate pieces of cylindrical hair, placing 
lights to get the specular right is not al- 
ways intuitive.” To test light placement, 
they would sometimes fly lights in a big 
circle around a character over a few hun- 
dred frames. 

Rather than simply using Maya’s dynam- 
ics on the guide hairs to make the fur look 
like it was blowing in the wind, the TDs 
baked out the dynamics pass and used it 
to generate animated texture maps that 
affected the entire body of harr. “It’s a slow 
and iterative process, but we got a better 
effect,” says Rose. 

Animators did all the animation by hand 
except for such environmental effects as, 
in the first spot, particle-driven flower bits 
and pieces of grass tossed up as the bear 

: Slid downhill. “We didn’t 
have time to set up rigs 
for effects-driven anima- 
tion,” Groebe says. On a 
larger show, we'd defi- 
nitely want help, but be- 
cause it’s such a fast 
turnaround, we were able 
to do some testing on 
our character rigs and 
the fur tool. There are a 
lot of really nice things 
that come up for short 
shows. We could do big, 
happy facial expressions 
and go overboard a bit on 
the animation, which we 
don't always get to do. It 
was fun stuff.” Ssssss- 
weeeet, indeed. & 
Barbara Robertson is an 
award-winning journalist 
who specializes in visual 
effects and computer 
animation. If you have 
any cool tips for her, you 
can e-mail her at brob- 
ertson@animationmag- 
azine.net. 
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Digital Magic 


Radium makes Target flip for CG ads... 


and the real scoop on those conga-dancing snots! PN 
by Chris Grove 


ow that Wal-Mart Is, shall we say, 
N borrowing a page from the highly ef- 

fective lifestyle/image campaigns 
of Target with its Look Beyond the Basics 
ads, Target has switched course and 
launched a series of fully CGI TV spots. 

The first in a series of five commercials 
began airing earlier this spring. Created en- 
tirely by visual effects and animation house 
Radium and directed by Steve “Spaz” Wil- 
liams (for Minneapolis based agency Peter- 
son Milla Hooks), Product People features 
store products that merge with each other 
to form dancing characters at a party. “We 
wanted the spots to feel like Rent in outer 
Space,” says Aladino Debert, Radium lead 
artist and head of CG. “It’s a rich concept 
that opens up all sorts of possibilities.” 

Proving once again that there’s always 
life in the hoary technique of motion-cap- 
ture, the production process began with the 
filming of live-action dancers choreographed 
by Travis Payne (Coyote Ugly, The Ten Com- 
mandments musical). That footage was 
rough cut and used as a source for the CG 
team. In the final spot (see radium.com/ 
work/work.php#), store products such as 
hardware, grocery items, cosmetics and 
sports gear dance on a set branded with 
Target’s signature red color. “It was impor- 
tant that the products interacted and 
formed into characters in a logical way and 
weren't just flying through the air and ran- 
domly merging,” says creative director Jona- 
than Keeton. “We wanted the animation to 
be highly articulated.” 

The increasing use of CG-heavy commer- 
Clals is bad news for actors, whose presence 
in commercials seems to decline every year. 
However it’s hard to imagine any thespian, 
no matter how starving, would object to the 
use of CG In a new Mucinex spot. Would you 
really want credit for playing a conga-danc- 
ing piece of mucus? 

In the Dance to the Mucus spot made for 
Adams Respiratory Therapeutics, Mr. Mucus 
and his friends start a conga line in a cold 
sufferer’s sinuses, causing pressure and 
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kachew.com/clients/mucinexcon- 


spot begins and ends with live ac- 


congestion. None too surprisingly, 
the drug is the hero of the spot and 
kicks the offenders out. “(It was our) 


policy to use the latest CG technol- = 


ogy with traditional animation to 
get what the client was looking for,” 
Says director Paul Demeyer (see 


ga/Mucinex_Conga-240.mov). The 


tors, with the snot-nosed CG char- 
acters sandwiched in between. Hol- 
lywood-based 
ka-chew! was 
the project’s 
production 
house. 

In another 
milestone, of 
sorts, veteran 
game devel- 
oper Atari has 
announced 
that it’s bring- 
ing an updat- 
ed version of 
its classic 
Alone In The 
Dark vid game to the marketplace. 

Fourteen years ago, the first Alone in the 
Dark title for PC helped usher in a new era of 
gaming, revolutionizing the use of fear as a 
tool to manipulate and engage the emotions 
of the player. And, says a company flack 
sheet, “bringing sheer terror to gamers 
around the world.” Now Atari is bringing the 
franchise back to the PC as well offering an 
Xbox 360 version. “(We’re) returning to the 
format that launched survival gaming,” says 
Steve Tucker, director of marketing, Atari, 
Inc. “We anticipate that the title will again 
take the lead on next-generation consoles 
with the Xbox 360 and PC. This is one for 
gamers to keep an eye on in the coming 
months as Atari and Eden begin to reveal 
details that will demonstrate how we will 
fulfill these promises.” 

Developed by Eden Games, the newest 
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Product People 


iteration of Alone promises a heart-stopping 
survival experience coupled with state-of- 
the-art real-time physics and advanced envi- 
ronmental interaction to deliver an action- 
orientated experience in a detailed, open 
environment. Boasting an original game-play 
structure designed to appeal to a mass au- 
dience, the newest version aims to go be- 
yond expectations for a next-generation ti- 
tle and, says Tucker, re-establish itself as 
the genre-leader on the Windows platform 
and Xbox 360. 

As the animation, CGI and visual effects 
industry matures, it’s less about the soft- 
ware you're using than what you're able to 
do with it. Case in point: the creative minds 
at Big Spaceship who are constantly finding 
new and more interesting ways to use Ado- 
be’s line of classic tools—After Effects, Illus- 
trator CS2, InDesign CS2, Photoshop and 
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Macromedia’s Flash. 

Big Spaceship is most well known for its 
clever interactive websites for movies such 
as War of the Worlds, and The Grudge—a 
creepy site that “kills” you if you stay on It 
long enough. Another innovative project is 
Oceanic Airlines, part of an extensive online 
campaign for ABC’s Lost. Visitors can book 
and track flights, as well as browse Oceanic 
Airlines’ In Flight magazine. Most recently, 


on either side. Just looking down at it sit- 
ting on its customized, hard metal mouse 
pad, glowing its soft blue glow, makes you 
feel like you're in the 22nd century. But a 
blue glow doesn’t make you more produc- 
tive, and it certainly doesn’t make you more 
popular with the opposite sex. 

To enhance productivity, the Razer has 
not five buttons, but seven. The buttons 
cradled under your thumb and pinky are on 
rockers, creating two unique functions for 
each. Every button is entirely customiz- 
able by the user. The typical functions 
such as right-click, double-click, etc. are all 
there. In addition, the Razer provides you 
with built-in functions. For instance, you 
can set one of the rockers to adjust the 
sensitivity of the mouse optical resolution 
on the fly. This would give you ability to 
whip around the desktop at high speeds, 
but then gear down to a higher resolution 
for more sensitivity when your task re- 
quires more precision. You may also assign 
individual keystrokes to the buttons. And 
.. you Can assign macros to a button. A 
sequence of up to eight keystrokes makes 
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Alone in the Dark 





the company developed an interactive site 


for the Sony Pictures’ cult fave, Underworld: 


Evolution. It’s a cross-promotional online 
gaming environment that still receives thou- 
sands of hits even after the theatrical re- 
lease. The agency’s media- and platform-ag- 
nostic work calls for strong design and mo- 
tion graphics animation tools—After Effects, 
lllustrator, and Photoshop and Flash. 

“We see ourselves as the type of agency 


up amacro. 

The resolution of the mouse goes up to 
1600 dpi, and if marketing Is to be believed, 
this is the most sensitive mouse device out 
there. Further investigation reveals that la- 
ser mice are going up to 2000 dpi, but the 
Razer sits among the top of the opticals. 

| ike the feel of the mouse and the func- 
tionality. | would really like the custom but- 
tons to expand their reach into each piece 
of software that you are running: Since 


hotkeys vary from program to program, it 
would be really nice to have a button map 
that is unique to the program. The 3dCon- 
nexion SpacePilot has this functionality, so 
| know the technology exists.The mouse 
pad is rugged and nearly indestructible 
with little sticky feet to prevent slippage. 
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that, while rare today, will be prevalent in 
five years. We aren't a traditional web cre- 
ative firm, and we’re not a big ad agency 
driving print, broadcast, and web advertis- 
ing,’ says co-founder Michael Lebowitz. “It’s 
great to see the ‘net realizing its potential 
as a wide-scale distribution channel and to 
be part of this transformation. We had a 
head start thanks to our background In early 
broadband development.” 

Lebowitz and the firm’s other co-founder 
Dan Federman describe Adobe software as 
their “bread and butter.” The Big Spaceship 
team creates client proposals using Adobe 
InDesign CS2. Project designs start in Illus- 
trator CS2 or Photoshop CS2. “The smart 
objects feature in Photoshop CSa2, in partic- 
ular, Is amazing,” says Federman. “The ability 
to seamlessly incorporate vector informa- 
tion that ties back to an independent Illus- 
trator file is huge in terms of our ability to 
combine different types of imagery.” & 
Chris Grove is a Los Angeles-based journal- 
ist and actor. If you have hot tips for Chris, 


you can email him at edit@animationmaga- 
zine.net. 


However, when | initially set the pad down 
while unpacking the product, the pad stuck 
SO aggressively to the table | had to pry it 
off with a screwdriver. I'm not sure if that’s 
by design, but someone may need to ease 
up on the adhesive. 

Had | been looking for a new mouse, | 
probably would not have chosen the Razer. 
This is not because | don’t like it—the op- 
posite is true—I actually love it. However, 
this is not a product that you are going to 
find at Best Buy or Wal-Mart. In fact, the 
number of stores that do carry it is quite 
limited, by the company’s own admission. 
So, | probably would not have run across it 
when Logitech bombards you with flashy 
ads and shiny mice. The price may be a lit- 
tle steep for most consumers ($60 mouse, 
$30 pad), but for professionals who don’t 
blink at spending $400 on a Wacom tablet, 
| hardly think that will be an issue. 
Website: www.razerpro.com 
Price: $59.99 (RazerPro Mouse V1.6); 








$29.99 (for Pro Pad) @ 


Todd Sheridan Perry is the co-owner 
and vfx supervisor for Max Ink Cafe 


and Max Ink Productions. You can email 
him at ducky@maxinkcafe.com. 
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An Early Education 


Gaming outreach programs target high school students. 


by Ellen Wolff 


hen you think of the game in- 
W dustry’s outreach programs for 
schools, you probably picture 
college students—the ones who'll be 
entering the job market soon. But the 
reach goes deeper than that, as evi- 
denced by those who've been partici- 
pating in career summits held at McKin- 
ley Technology High School, a public 
school in Washington, DC. The list of 
companies who’ve been speaking to 
McKinley students include Electronic 
Arts, Firaxis and Vicon, and they’ve been 
Joined in these summits by game educa- 
tion experts from colleges like Full Sail, 
University of Southern California, Carn- 
egie Mellon and DeVry. The goal of these 
summits, according to McKinley’s Rick 
Kelsey, “is to help our students under- 
stand what the hot technology careers 
will be five or 10 years down the road.” 
There was no shortage of opinions of- 
fered at McKinley’s spring summit. “They 
had a room full of speakers,” recalls Rob 
Catto, program director for game design 
and development at Full Sail, a summit 
sponsor. Catto spoke about the oppor- 
tunities—and hurdles—facing any stu- 
dent who’s envisioning a game career. 
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“This generation is very good at playing 


games, but unfortunately they all want 
to be game designers, and very few of 
those positions are available. It’s like 
movies, where everybody wants to be a 
director!” He outlines three tracks that 
students can take to get their foot in 
the door: “The artist track, where you're 
a concept artist, modeler, rigger, anima- 
tor or lighter. Or youre a programmer, or 


om * ite ir sum 


er 
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you become a tester at a game compa- 
ny and then become a manager of tes- 
ters.” 

Catto wasn't surprised that big game 
companies and prominent colleges have 
responded to a program like McKinley’s, 
which Is unique in its commitment to a 
game technology curriculum. Open 
since 2004, McKinley currently has 200 
students in its ten-semester interactive 
media track. An additional 200 students, 
age nine to 18 from across the D.C. area, 
go to McKinley every Saturday for 20 
weeks and pay to participate in The In- 
stitute of Urban Game Design. That pro- 
gram teaches Flash, Maya, game theory 
and motion-capture. (Thanks to Vicon, 
McKinley became the first high school 
in the country to have a motion-capture 
studio.) 

“There’s this really cool mixture of Afri- 
can Americans and white geeks,” says 
Kelsey. “Their common bond is that they 
love gaming.” McKinley is also defying 
the conventional wisdom that this field 
only attracts guys. Among the next 
graduates of the school’s interactive 
media program, the school expects 110 
girls. 

“What we’re trying to promote is that 
this is not only about becoming a game 
developer,” says Kelsey. “The students 
Should look at all the information tech- 
nology that they’re learning.” Even in an 
urban high school where many students 
arrive without keyboarding skills or solid 
math backgrounds, Kelsey believes, 

“Once they learn programming they can 
go in many different directions. They 
Shouldn’t be afraid of going on to col- 

a 


Instructor James Tolbert (seated) g give 
students Sulimah Silah ! 
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work in McKinley’s 
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lege and specializing in networking or 
systems engineering. Our overall philos- 
ophy is that if we show our students 
that they're doing college level work, 
how could they not think that they’re 
ready for college? In animation classes 
we're teaching Maya. We didn’t tell them 
that’s a college-level program, and 
they’re all doing fine!” 

Kelsey is actively pursuing relation- 
ships with companies and colleges to 
expand opportunities for McKinley stu- 


—— | = q dents. “This summer, go ju- 


niors will go to DeVry’s D.C.- 
wee area Campus, and game 
companies will work with 
», them there. Four of our stu- 
@ dents will receive scholar- 
ships from EA to study at 
USC’s Integrated Media 
Systems Center. They'll go 
to EA every Friday and work 
on a project with game pro- 
fessionals.” 

Carnegie Mellon also has 
an ongoing relationship 
with McKinley and is offer- 
ing ten internships this 
Summer. Since McKinley students use 
a CMU-developed 2D programming tool 
called Alice, they will benefit from a re- 
cently announced collaboration be- 
tween EA and CMU. As Kelsey explains, 


“EA is looking to do something with 


their Sims characters and they've part- 
nered with CMU to apply the next ver- 
sion of Alice. It will use the Sims char- 
acters and environments, and MckKin- 
ley will do the student testing.” 

These kinds of real-world experiences 


are absolutely vital in teaching 

students how to work on a team and be- 
have professionally, notes Rob Catto. 
While such a project-oriented approach 
is standard practice at Full Sail, it’s all 
too rare at the high school level. To sup- 
port McKinley’s program, Full Sail’s sum- 
mit sponsorship will go toward purchas- 
ing new audio/video equipment for the 
school. 

“Students need to know that it takes 
more than learning the latest cool tech- 
nology to land their dream jobs,” ob- 
serves Catto. "They need to learn how 
to learn and be prepared to teach them- 
selves technologies that will keep 
changing all the time. In other words, 
life learning skills.” 

Kelsey agrees and is hopeful that 
more experts like Catto will come to fu- 
ture McKinley summits, which will be 
held every three months. He also hopes 
McKinley will become a model for other 
inner city schools, but he admits with a 
smile, “It’s still a big experiment!” & 
Ellen Wolff is a Los Angeles-based 
journalist who specializes in animation, 
visual effects and higher education. 
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PETE? LETS GO out FOR DINNER. ] pacer. PETE SPOKE WITH HIS [ KEITH-CHARACTER ! | 
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You want to express yourself through your artwork. We'll help you transform your talent into a creative | 
. career with a hands-on, real-world education and personalized attention from experienced faculty. , 


WE'RE OUT THERE” 


GETTING CREATIVE CAREERS STARTED. 





The Art Institutes, with locations in: Arlington, VA*; Atlanta, GA; Boston, MA; Charlotte, NC; Chicago, IL; Cincinnati, OH; Dallas, TX; Denver, CO; Fort Lauderdale, FL; Houston, TX; Indianapolis, IN; Las Vegas, NV; Los Angeles (Orange County), CA; Los Angeles (Santa Monica), CA; Los Angeles (Wilshire Boulevard), CA; 
Miami, FL; Minneapolis, MN; New York, NY; Philadelphia, PA; Phoenix, AZ; Pittsburgh, PA; Portland, OR; San Bernardino, CA**; San Diego, CA; San Francisco, CA; Schaumburg, IL; Seattle, WA; Tampa, FL; Toronto, ON; Vancouver, BC; Vancouver (Burnaby), BC; York, PA; The Art Institute Online*** 
*The Art Institute of Washington (Arlington, VA) is a branch of The Art Institute of Atlanta, GA. **The Art Institute of California — Inland Empire has received temporary approval to operate from the Bureau for Private Postsecondary and Vocational Education 
(400 R Street, Suite 5000, Sacramento, CA 95814-6200, (916) 445-3427, www.bppve.ca.gov) in order to enable the Bureau to conduct a quality inspection of the institution. ***The Art Institute Online is a division of The Art Institute of Pittsburgh, PA. 


Art: Top Left: LaRoyce Jones, Media Arts & Animation, Student, The Art Institute of Las Vegas © Top Right: Carly Bosanko, Graphic Design, Student, The Art Institutes International Minnesota 
Bottom Left: Jaclyn Threadgill, Graphic Design, Student, The Art Institute of Phoenix ¢ Bottom Right: Zion Breton, Media Arts & Animation, Graduate, The Illinois Institute of Art — Chicago 
©2006 by The Art Institutes International, Inc.® 11658 01/06 
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e Under the supervision of Disney character 
designer Harald Siepermann 

e Language of Instruction: English 

e Areas of Application: film, computer 
games and virtual worlds 


THE GERMAN FILM SCHOOL is looking for 
European and American students willing 
to upgrade their studies with a German 
Master. The state-recognized university is 
training Digital Artists in CGI theory and 
practice since March 2000. 

In 2003 the film school was selected 

as a ,,Professional Training Center for 
Animation“ by CARTOON, the European 
Association of Animation Producers. 


ANIMATION SUPPLIES 


The Complete Source for 
All “Your Animation Needs! 


° Everything for the Professional & Amateur 
© Wholesale Prices /Most Orders Shipped the Same Day 





COMPANY, INC. 
E8t, 1947 





Featuring Our Own.,, 


EL-VINYL PAINTS 


and Acrylic Animation Discs 


LARGEST SELECTION OF ANIMATION 
BOND & ACETATE ANYWHERE! 






©310/838-8467 ¢ 800/523-3665 FAX 310/838-2531 
9024 Lindblade Street, Culver City, CA 9OZ352Z 


WV VAY VAY VMot-| melo) sore) (oll| mere) aa] 





Previous Page | Contents | Zoom in | Zoom out | Front Cover | Search Issue | Next Page iiess 










SCHOOL Za 


GmbH 
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, a“ for digital production 





"Pencils "Books "Comic Paper 
‘Lightboxes *Tables *3D Tapes 
"Peg Bars “Discs *Field Guides 
"Hole Punches ‘Software “Pencil Testers 


931-693-3165 


www.lightfootitd.com 


——————— 










 y 
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*Lightboxes Tables "JD Tapes 
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931-693-3066 


wWww.cartoonsupplies.com 





hildy Animation Supplies at a Discount! 


Thousands 
of Popular 
Software 
Tithes!! 


Adobe 

Alias Wavefront ' 
Autodesk 

Awhel 

Corel 
Macromedia 
NewTek 
- Sohimage 
Much Morel! 
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Animation Instruction Books 


for College level students 
written by 


Lead Animation Intructor 
at Seneca College 


-Layout & Design Made Amazingly Simple 
-Advanced Layout 4 Design Workbook 


Layout Examples 


-Designing Cartoon Characters Vol. 1 ad ¢ 
-Animation: The Basic Principles 


Animation Tips & Tricks 
Animation Kits: Levels 1-4 


a dnmotion Schools 


re aT ia 


e-mail for further information 


or visit our website 
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Vancouver Institute of Media Arts 
> > > > > > > > > Bving Your Passion Live Your Dream 

















a Curriculum developed and taught by Industry Professionals from companies such as EA, Pixar, and 
Disney. One Year Accredited Diploma Programs: 2D Animation, 3D Animation, Game Art & Design, 


and Visual Effects. 
| New Start Date Added for 
™“~., June 2006! 
—_, SS aya Contact us now for more information 
D4 1-800-396-ARTS(2787) 


604-682-ARTS (2787) 
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"7\ iain =| My year of study at VanArts was amazing. This s 
? a school where the teachers are as passionate » 

gr ae about animation as the students. 

i | may 4 


- Ben Price, Layout/Animatics, Lucas Animation, USA, 








Meet and learn 
from the best French and European 
specialists in animation during 
a summer school 
in the heart of Paris. 


“French and European 
Creation in Film Animation” 


organized by Gobelins, the famous french animation school 


July 3™ - 13 2006 


For more information: 
www.gobelins.fr/summerschool 


Now Hiring In All Areas 
IAl www. litt leairpl bel eet 


CHAMBRE DE COMMERCE 


ET D'INDUSTRIE DE PARIS : © inusé@ littlea irpl ane. com 
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Event 
Animabasauri 
tmx/06 


Barcelona Negocios & Franquicias (BNF) 
International Franchise and Licences Fair 


Int’l Short Film Festival Oberhausen 
AniFest 

LepreCon 32 

PROMAX&BDA Europe 

Kid Power 

E3 2006 

Seoul Net Festival 


FESTIVALS 


Cannes Film Festival 

120th AES Convention (Paris) 
Anime Boston 

Zlin Fest for Children and Youth 
Digital Media Festival 

Vision Fest 

Wizard Wold Philadelphia 
Brooklyn Int’l Film Festival 


onedotzero 


Date 
May 2-May 7 
May 3-6 


May 4-6 

May 4-9 

May 4-10 

May 5-/ 

May 8-9 

May 9-10 

May 10-12 
May 15-Sept. 24 
May 17-28 
May 20-23 
May 26-28 
May 28-June 3 
June 1-3 

June 1-4 

June 2-4 

June 2-11 
June 2-11 


Place 
Bilboa, Spain 
Stuttgart, Germany 


Barcelona, Spain 
Germany 

Trebon, Czech Rep. 
Phoenix, AZ 

Vienna, Austria 

Lake Buena Vista, FL 
Los Angeles 

Seoul, Korea 
Cannes, France 
Paris, France 
Boston, MA 

Zlin, Czech Rep. 
Melbourne, Australia 


3 Locations 
Philadelphia, PA 
Brooklyn, NY 
London, U.K. 


Website 


www.animabasauri.com 





www.fmx.de 





www.firabcn.es 


www.kurzfilmtage.de 
www.anifest.cz 





www.leprecon.org 





http://www. promax.tv 





www.kidpowerx.com 





www.e3expo.com 





www.senef.net 





www.festival-cannes.org/cinefondation 





http://www.aes.org/events/120/ 





www.animeboston.com 





www.zlinfest.cz 





www.dmw.com.au 





www.visionfest.org 
www.wizarduniverse.com 
http://wbff.org/submit 


www.onedotzero.com 














Sy 
Gath CART OSH | 
me EHARAGTERS. 


ANIMATION _ jf 


ont 
Z 




















Animation Instruction Books 
for College level students 
written by 


Brian Lemay 
Lead Animation Intructor 
at Seneca College 


‘Layout & Design Made Amazingly Simple 
-Advanced Layout 4 Design Workbook 
-Layout Examples 
-Designing Cartoon Characters Vol. 14 2 
-Animation: The Basic Principles 
-Animation Tips & Tricks 
-Animation Kits: Levels 1-4 
These boots ore used in Animate Schools 
al aroand the world 
e-mail for further information 
blemay@pathcom.com 
or visit our website 
@www.brianlemay.com 
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+ Cars races out 
of Pixar’s garage. 
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+ CG magic empowers 
Superman Returns. 


+x The Licensing Show 
unveils next-gen toys. 
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ust in time for E3, Emmanuel 

Valdez, the chief creative officer 

at Carlsbad, Calif.-based High 
Moon Studios invited us to share the 
magical carpet ride that Is his daily life. 
High Moon has 
close to 100 
developers, with 
multiple teams 
working on 
the Darkwatch 
game as well as 
other hush-hush projects in development 
for next-gen consoles. For more info, visit 
www.highmoonstudios.com. 


Once Emmanuel transforms into Darkwatch 
___ Man, there’s no going back—or putting on 


Here Is a rare look inside the walls of the 
studio—a holy place where games are born, 
Careers are made and all selfish demands are 
ignored, unless they’re made by Jessica Alba. 





VAV(SIAWV0)6 @l aM Oks] atsieyoleMmNY/alelamanlstclalcmiicmmslagls 


is ] | . 
Emmanuel Valdez, who helped design the Darkwatch Man is proud of sharing his 


studio interior has a supernatural way of magnificent physique with the artistic types 


harnessing the building’s special energy. taking High Tete) ales’ weekly life drawing (el Felsisistoy peedlee ears eee surf 
ra i af ~ 


“ty my ‘| 


Emmanuel uses his alter-ego Darkwatch Man Emmanuel tries to stay up on the latest and Emmanuel’s daughter Velana Valdez shows 
to cut in line in front of his colleagues and get greatest games on the market, regardless of | Darkwatch Man who really controls his 


Ialismereli\varexs]aallalcmane its mental consequences. Superpowers at home. 
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authonze LATSE & MPMO* to represent me in collective bargaining and to negotiate and 
conclude all agreements with my emplover, 








a "hance il past eeapheal 
regarding the terms and condilions of my employment. [fihe union obtains an agreement with 
my employer, | understand that | am free to negotiate more desirable terms on an individual 
basis. | understand that when the majority of employees authorize union representation 
recognition from my employer may be oblained without an election. _ 
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ARE YOU SICK AND 
TIRED OF BEEING ABUSED BY 
YOUR NON-UNION EMPLOYER? a 
FED UP WITH WORKING OVERTIME = 
WITHOUT PAY? THE MEANS TO SAVE YOUR 
CAREER IS ON THIS PAGE. FILL OUT THE 
ABOVE CARD AND MAIL IT TO: M.P.S.C. LOCAL 
839, 4729 LANKERSHIM BLYD., NORTH HOLLYWOOD, 
CA 94602. IT'S YOUR FUTURE! 

CHECK OUT OUR NEW WEBSITE AT http: //www.mpsc839.org/mpsc839 
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